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SEARCH FORTHE KING 


You are Max Force...your mission... bust Mr. Big and 
destroy the dreaded criminal empire... seize all 
contraband, stolen money, illegal weapons...use 
rocket bombs, high-powered machine guns... 
apprehend all suspects... protect the innocent and 
punish the guilty... stop at nothing! 


entertainment, inc. 


Licensed by Nintendo 
tor play on the 
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" SusTem: eae Masters of the Game” 


Masters of the Game” and Acclaim are Trademarks of Acclaim Entertainment, Inc. NARC* TM & © 1988 Williams” Electronics Games, Inc. Nintendo? Nintendo Entertainment System" and the official 
seals are trademarks of Nintendo of America Inc. Acclaim Entertainment, Inc. has made a contribution of $25,000 to “Just Say No” International, the organization dedicated to the prevention of 
substance abuse in young adults nationwide. ©1990 Acclaim Entertainment, Inc. 


YOU GET I 


WILL YOU EVER GET OUT? 


Why is there a chainsaw in the kitchen? And a 
nuclear reactor in the basement? 

Fifty rooms to explore. Five different endings. One 
deadly secret to uncover. All in Maniac Mansion, for your 
Nintendo Entertainment System: 

Coming in late September. Look for it wherever video 
games are sold. 


Based on the original version from Lucasfilm Games. 
Watch the “Maniac Mansion” TV show on The Family Channel. 


~~ Official ~~ 

\. Seal of Quality / 
a Jaleco™ is a trademark of Jaleco USA Inc. Maniac Mansion* is a 

trademark of LucasArts Entertainment Company. Nintendo” 


ido" and 
Nintendo Entertainment System” are registered trademarks of Nintendo 
of America Inc. © 1990 Jaleco USA Inc. 
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Sid Meier’s 


A Techno-Thriller 
From the Case Files 
of Max Remington. 


THE BEST OF THE PRESENT 


Experience the present world of 
international espionage by stepping 
into the shoes of special agent Max 
Remington. The first company to suc- 
cessfully merge simulation, role-play- 
ing and adventure now delivers espio- 
nage as it really is with Covert Action. 

Unlike other spies, Remington 
doesn’t solve crimes with a wink, a 
smile and a cute gun. Remington’s 
clandestine world thrives on modern 
technology, whether tapping phone 
lines, disabling computerized defense 
systems or solving complex codes. A 
fiesty trigger finger and good looks 
aren’t enough anymore. The 1990s 
demand ingenuity and guile. 


And intelligence counts, because your 
enemies are the real world threats of 
today: drug cartels, crime syndicates, 
terrorist organizations. And the only 
person you can trust is Sam Winston — 
master information-gatherer and vital 
resource. 

Out-think your enemies when you 
can. Outfight them if you must. But 
always — always keep your edge. It 
may be the only thing that keeps you 
alive. 

Espionage and intrigue the way it 
really happens today. A hero for the 
ages pitted against today’s most 
dangerous criminal elements. As always, 
MicroProse present the Best of Times. 


Can't find these games? Call 1-800-879-PLAY for prices and ordering 
information. ©1990 MicroProse Software, Inc. All Rights Reserved, 
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OF THE PAST 


Step into the past and into 
=} the cockpit of a W.W. | 
biplane for thrilling dog- 
fights against the greatest 
aerial aces of all time. The 
masters of combat flight 
simulation present the 
masters of aerial dogfighting with Super 3-D 
Graphics, evocative sounds and MicroProse’s tra- 
ditional dedication to realism, challenge and fun. 


GHT SPEED. 


INTERSTELEAR ACTION ‘AND Sas 


THE BEST OF THE Furie 


Journey to the far future, & 
to a time when Earth is 
uninhabitable, and you 
must find a new home 
for Mankind. The com- 
pany that revolutionized 
combat flight simulation ® 
has taken another bold step, in graphics tech- 
nology, sound and role-playing sophistication. 


The Best of Times 
All the Time. 


What's the future of computer gaming? 

A pessimist might ask that question a little dif- 
ferently: Does computer gaming have a future? 

For at the moment, computer games seem to be 
drowning inasea of videogames. Sure, new computer 
titles are being released every week, and the vast 
majority of them are quite good. But there’s no doubt 
that today’s electronic game market is dominated by 
cartridge-based videogames, mainly Nintendo. Ac- 
cording to industry estimates, in fact, a single Nintendo 
licensee such as Konami will probably outsell the 
entire computer game industry this year. 

That’s why nearly all of the major computer game 
publishers are now either producing videogames 
themselves or sublicensing their most popular titles to 
videogame companies. 

This situation isn’t unprecedented. In the early 
1980s, the electronic game market was also dominated 
by videogames— those from Atari, Coleco, and Mattel. 
That market collapsed in 1983-84, and for a few years 
afterward, home computers such as the Commodore 
64 ruled the roost. 

Will it happen again? Some industry experts say 
yes. They've been predicting the demise of Nintendo 
every year since 1985. Eventually, they argue, people 
will tire of videogame machines and will buy full- 
fledged home computers again. 

It’s an attractive theory, especially for those of us 
who love computers. Unfortunately, it assumes the 
public will be offered home computers that are com- 
petitive with videogame machines. So far, it’s not 
happening. 

Forthe past two years we’ ve been hearing persistent 
industry rumors about exciting new low-priced 
computers under development at IBM and Apple. 
Supposedly, these new wonder machines would have 
fantastic color graphics...high-fidelity sound...built-in 


CD-ROM drives...and aggressive price tags under 
$1,000. One investment banker we met at a computer 
conference swore on the basis of “inside information” 
that Apple would introduce the equivalent of a color 
Macintosh II for under $1,000 by the end of 1989. He 
grew even more insistent after we gently suggested 
that he seek professional care. 

We're still waiting for the Apple, but in the 
meantime IBM has unveiled its vision of home com- 
puting for the 1990s: the PS/1. (See our story in last 
month’s Game Player's.) The PS/1 does indeed start at 
$999 for the basic model. But at that price, it’s useless 
for games and is barely capable of running the pro- 
ductivity software with which it’s packaged. 

By the time you add the hard disk, color monitor, 
sound card, and joysticks you need to play good 
computer games on the PS/1, its price escalates to 
nearly $2,500. Even then, it still has trouble matching 
the playability of a $189 Sega Genesis. Or, for that 
matter, an $89 Nintendo. 

It seems as if American and Japanese manufac- 
turers have two different ideas about what a home 
computer should be. American manufacturers seem 
to feel that a home computer should be a stripped- 
down business computer. They point tosurveys which 
show that people want to take work home from the 
office and run their own home businesses. American 
companies think $1,000 is a good low price for a bare- 
bones system. 

Japanese manufacturers generally feel that ahome 
computer should be, first and foremost, a good game 
machine. (It’s no fluke that in Japan the NES is called 
the Famicom, or Family Computer.) They point to the 
seemingly insatiable appetite for home entertainment. 
They think a home computer shouldn’t cost more or 
be harder to use than a VCR, even if that means 
stripping down the computer so it can only do one 
thing — play games, and play them well. 

Who’s right? Maybe both. Maybe American 
companies will sell us “work computers” and the 
Japanese will sell us “fun computers.” But it’s the 
Japanese who have the mass market in mind — the 
mass market that computer game publishers hunger 
for. Nintendo alone has already sold nearly 30 million 
“fun computers” in the U.S. 

For the near future, it appears, computer games 
will have to continue taking a backseat to videogames. 
Tom R. Halfhill ee 
Editor, Game Player's 


Game Player's: The Leading Magazine of Video and Computer Entertainment (ISSN-1042-3133) is published monthly by Signal Research, Inc., 300 A-E South Westgate Drive, Greensboro, NC 27407, USA. 
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A New Angle 


On Billiards Action 


SHARKEY,S> 


POO 


Two Great New MicroPlay 


You can’t play pool hanging from 
the ceiling, yet that’s exactly what 
other billiards games seem to 
expect, because all they show is a 
flat, top-down picture of the table. 

That’s no way to play pool, and 
everbody knows it. Sharkey’s 3-D 
Pool presents billards the way it 
really is — in full 3-D. Rotate the 
table to examine shots from any 
angle you want. And when you find 
the best one, you have complete 
control over power and english. 

Play 8-Ball, 9-Ball, 14.1 
Continuous or Rotation, all against 


Games for 


IBM-PC/Tandy/compatibles 


the computer or another player. A 
tournament option features 
automatic seeding and optional 
betting; computer opponents have 
varying levels of skill. A Trick Shot 
Editor lets you try any of 20 classic 
shots, or it lets you design your 
own. 

The choice is this: you can play 
Sharkey’s 3-D Pool and walk around 
the table, checking all the angles; 
or you can play another billiards 
game, and just hang from the 
ceiling. But hanging has always 
been for bats — sharks like to move. 


Enter your bet 


Watch For Go For The Gold 2.0 — The Enhanced Frequent Buyer's Club 


Can't find these games? Call 1-800-879-PLAY for prices and ordering information. Marketed by MicroProse. 


Software inc. ©1990 MicroProse Software Inc, ALL RIGHTS RESERVED. 


Some Dreams 
Shouldn’t 
Come True 


You're trapped in a land filled with 
places and things that can’t possibly exist: 
carnivorous rose bushes eager for 
afternoon brunch, knife-wielding little girls, 
totem pole heads hopping on kangaroo 
bodies under skies full of fish. 

Dodge the pyschopathic lawn mower, 
survive the inside of a cotton candy 
machine and avoid the giant wasp. Figure 
out what the grandfather clock is trying 
to say; and for God’s sake look out for 
those malicious bats! 

There’s also an impassable swamp, a 
hall full of mirrors and a bouncing soccer 
bail that devours the unwary — and then 
burps. 

And all you must do to make it through 
this world of nightmares and mysterious 
hazards alive is piece together a puzzle 
that defies sanity. Get ready for the most 
unusual adventure you’ve ever encoun- 
tered, in the most dangerous world you've 
ever imagined. 


Your mind. 
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The Best of 


a 
Empire Building 
inthe 
Golden Age 
% of Railroads. 


America’s hot new best-seller takes 
you on a trip through the golden 
age of railroading in America and 
Europe. Compete with famous rail 
barons. Plan, build, operate, main- 
tain and expand your railroad into 
a mighty industrial machine. 


1990 brings phenomenal new 
graphics and game play to the 
World War II submarine game that 
won Simulation of the Year honors 
around the world in 1986. Stalk 
Japanese ships through the Pacific 
from Pearl Harbor to VJ Day. 


TANK 
PLATOON 


= sm 
rvs 


STEALTH FIGHTER 


SWORD OF T 


SAMURAI 


The Software Publishers 


Association named this one 
Simulation of the Year. En- 
grossing game play. Fasci- 
nating strategies. Revolu- 
tionary graphics. Based on 
America's radar-elusive jet. 


Command not just one 
tank, but a full platoon of 
four with controls so 
smooth they put single- 
tank games to shame. Call 
in jets, helicopters, artillery 
and infantry support, too. 


Dogfighting is the name of 
this game. No experience? 
No problem: just turn on 
all the rookie options and 
you'll be up to your eye- 
balls in dazzling graphics 
and furious fun. 


Discover the game that has 
the critics raving. Fight and 
scheme your way to power 
and prestige in a role- 
playing/action/adventure 
of war and politics in 16th 
Century Japan. 


Take on shrewd Russian 
commanders in a gripping 
game of nuclear submarine 
strategy. Find and destroy 
the enemy with the latest 
sonar and weapons. Based 
on Tom Clancy’s novel. 


Join The MicroProse Squadron and Win Great Prizes! 


The Best of Times 
All the Time. 


Can't find these games? Call 1-800-879-PLAY for prices and ordering 
Information. ©1990 MicroProse Software, Inc: All Rights Reserved. 
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Adventures In The 
Magic Kingdom 


I recently bought the Nintendo 
game Adventures in the Magic 
Kingdom. I really enjoy playing 
it, but I have a problem getting 
the special candle in “Pirates of 
the Caribbean.” Could you please 
give me some helpful hints on 
how I can do so? 


Dominic Iafrate 
Michigan 


“Pirates of the Caribbean” is the most 
difficult part of Adventures in the 
Magic Kingdom. First of all, you'll 
probably need at least 50 stars — 
enough for five or six extra lives, as 
well as a couple of invincibility op- 
tions —to get through the game. (The 
most stars you can collect at one time 
is 99.) The easiest way to collect enough 
stars is to run through Autopia a few 
times, but you can get stars in all of the 
attractions except Space Mountain. 

Once you have a good supply of 
stars, rescue all six villagers and then 
get the candle you need to light the 
signal fire. The candle is well-hidden 
in the same underground cavern as 
the scorpion. 

After you get past the scorpion, 
you'll come to two islands, each witha 
skeleton sitting on top of a mound of 
gold. Be careful to dodge the coins they 
throw. When you jump to the second 
island that has a skeleton, you'll find 
the key at the far right side of your 
screen. 

Don't forget — the only way to 
get past the skeleton is to dodge the 


Do you have any questions 
about your favorite video- 
games or computer games? 
Or do you have any hints and 
tips to share with your fellow 
game players? If so, write to 
The Tip Sheet, Game Player's, 
P.O. Box 29364, Greensboro, NC 
27429. Due to the volume of 
mail we receive, we regret that 
we cannot reply individually by 
mail to game questions. 


coins he throws. It takes some patience 
(and some luck), but if you stick with 
it, you'll be able to grab that candle. 


The Colonel's 


Bequest 


I have The Colonel’s Bequest for 
PCs, and I’mstuck. Ineed to know 
the answers to two questions. 
First, why is there no metal crank 
on the bell? When I climb the 
ladder and try to get the crank, the 
game always says, “You don’t see 
a crank here.” 

I’‘malmost finished with act 7, 
but I need one more thing to ad- 


vance. What should I do? Where 
should I go? What character 
should I find? 


Tim Pylypiuk 
Ontario, Canada 


As you've discovered, the bell is rusty 
and won't ring while you're on the 
ladder looking at it. You need to find 
something long...with a curved 
handle...like a cane, maybe, to ring the 
bell from the ground. When you do 
this, the crank will fall to your feet. 
The four things you must accom- 
plish during act 7 are: find Lillian, talk 
to Celie in the chapel, read Clarence’s 
journal, and see Rudy. The body that 
turns up in this act belongs to Clarence. 


The Last Battle 


Can you become invincible or 
skip levels in The Last Battle for 
Sega Genesis? 


Juan Carlos Mareno 
New York 


You can select levels in The Last 
Battle, but the technique is tricky. It 
requires a Space Harrier II cartridge 
and is possibly risky for your Genesis 
machine. Nevertheless, many players 
have done it successfully. 

First, put in the Space Harrier II 
cartridge and go to the options screen. 
Now — without switching off the 
power — carefully remove the Space 
Harrier II cartridge and insert The 
Last Battle cartridge. Push the reset 
button, and when the screen says 
“Legend of the Final Hero,” press and 
hold the A, B, and C buttons and the 
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Three smart tactical decisions 
for your great strategic mind. 


What if you flew your hang-glider north, 
got lucky enough to catch the afternoon 
updraft, made it to town, rallied your 
troops, and attacked the invaders just as 
they reached the narrowest part of the 
valley below? 


The world is locked in a new ice age. A 
powerful enemy has invaded your small 
village to overtake your heat mines, your 
only source of heat and power. 

A collection of mismatched citizens is 
the only army to oppose the invaders. 

Innocent civilian equipment — skis, 
hang-gliders, snowmobiles and cable cars 
— suddenly become indispensable 
implements of war. 

Manpower and equipment alone will 
never stop the enemy. Your community’s 
only hope is superior strategy and leader- 
ship. 

Strategy and leadership are up to you. 

With 32 fully-developed characters, 
detailed maps of its 160,000 square mile 
playing zone, and fractal, light-sourced 3- 
D terrain, Midwinter is gigantic, innova- 
tive, unforgettable! 

For Amiga, Atari ST, 
patibles. 


IBM-PC/com- 


Can't find these games? Call 1-800-879-PLAY for prices and oidering 
information. ©1990 MicroProse Software, Inc. All Rights Reserved, 


What if Alexander the Great had fought 
Charlemagne? 

What if Napoleon had brought more 
artillery to Waterloo? 

What if a band of Indians attacked King 
Arthur’s court? 


UMS Il is a sophisticated wargame 
construction kit that gives you absolute 
control of any military encounter you can 
imagine. You determine who fights, 
where, when, and with what equipment. 

In fact, the guiding principle of UMS II 
is to let the player control everything, 
including the level of control he wants. 

You can assemble a battle, watch it 
being fought, then tear it down and build 
it again with the changes you want. Maybe 
change the weather, maybe introduce hills 
instead of valleys, maybe give Custer a 
few thousand more men at Little Big Horn. 

And you can see it all from any of four 
levels of zoom and magnification, from a 
global view of the whole campaign, down 
to a battle zone only 8 miles on a side. 

UMS II is the most powerful tool a 
strategy wargamer can own. 

For Amiga, Atari ST, IBM-PC/com- 
patibles, Macintosh. 


What if you give up on capturing your 
enemy's cities and try to shut down his 
oil fields instead? 


Command HQ is a wargame for the 
rest of us. Serious, but not too serious. 
Details, but not too many. You're the 
commander-in-chief; small questions are 
no concern of yours. When you move a 
plane, you're really moving hundreds of 
aircraft. When you place a soldier some- 
where on the global map, you’re deploy- 
ing tens of thousands of troops. 

But when the conflict starts, an innova- 
tive animation window lets you see all 
the action as if you were right there on 
the front lines. 

With its modem and direct connect 
capability, Command HQ lets you and a 
buddy send taunting messages back and 
forth as you maneuver to drive each other 
into submission. If your friend’s not 
around, no problem... the shrewd com- 
puter opponent will give you all the ac- 
tion you can handle. 

From Dan Bunten, award-winning de- 
signer of M.U.L.E. and Seven Cities of 
Gold. 

For IBM-PC/compatibles. 


Start button. You'll see a chapter- 
select screen. 

A word of caution: The Sega Gen- 
esis instruction manual warns that 
damage could result if you insert or a 
remove a game cartridge while the 
machine's power is on. Even though 
many players have had no problems 
doing this, there is a risk of damage, so 
we don’t advise it. 


Mega Man 2 


Iam currently ata standstill in the 
Nintendo game Mega Man 2. I 
have defeated all of the robots 
except for Quickman, but I still 
can’t get past the energy Beams 
that come out of the walls on his 
level. I have attempted to use the 
time-stopper, but it does not last 
long enough for me to get by 
without getting zapped. Is therea 
certain point in which I should 
use the time-stopper, or should I 
use the slow-motion feature on 
my controller? 

Also, using a password I read 
about in your magazine, I have 
managed to start off at Dr. Wily’s 
castle. But there is a place where I 
get completely stuck. There is a 
ladder at the upper left corner 
and one at the lower right corner. 
Ihave tried to use three levitation 
platforms, but they float up to the 
ceiling too quickly forme tojump 
to the otherstaircase. Whatshould 
Ido? 


Ian Halliday 
Ohio 


Watch the patterns of the rooms you 


fall through to see which would be 
easiest to get by without the time- 
stopper. Then use the time-stopper in 
the rooms that are most difficult. 

Use the platforms just as you tried 
before, but with a slight twist — start 
your platform “steps” while you're 
still on the ladder at the bottom right. 


Teenage Mutant 


Ninja Turtles 


In Teenage Mutant Ninja Turtles, 
Ican’t seem to find Master Splin- 
ter on level 2. 


Earnest Gunn IV 
Alabama 


Splinter is on level 3. The Mecha Turtle 
is holding him captive on top of the 
building. 


Phantasy Star 


I am now at the point in Sega’s 
Phantasy Star where I only need 
a few items before confronting 
Lassic. Could you give me some 
advice on where the gas shield is? 


Mark Schebel 
Iowa 


Return to Palma, then go down from 
Scion to the coastline and use the 
hovercraft. While you're in the water, 
head down and to the right. You'll 
come upon a floating island. Enter the 
city on the island and find the dungeon. 
In the dungeon, you'll find a shop 
where you can buy the gas shield. 


Loom 


In Loom for PCs, how do you pass 
the waterspout? 


Marc Veillette 
Quebec, Canada 


One of the most important things to 
remember while playing Loom is that 
any spell you can spin, you can also 
unspin. Use one of the few spells you 
already have to untwist the waterspout. 
You'll not only beable to proceed easily, 
but you'Ilalso earna new note to draft. 


Battle Of Olympus 


In Battle of Olympus for 
Nintendo, I learned a trick that 
makes the hydra easy to beat. 
Walk to the middle of the bridge 
and slash the hydra when it comes 
at you. Then go to the far right 
edge of the bridge and keep 
slashing. If you follow this advice 
correctly youshould kill the hydra 
right away, because the other 
seven times it attacks, it’Il come 
up right below your sword. If you 
keep slashing, it'll die in no time. 


Remy Carreiro 
Massachusetts 


Thanks for the tip! 
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Journey To Another 
Time — and Space 


Explore the universe envisioned 
in the classic writings of H.G. Wells 
and Jules Verne: where outer space 
is filled with “‘ether’’ that can be 
negotiated with modified sailing 
ships; and Mars, Venus and the 
Moon are inhabited by strange, 
sometimes hostile creatures. 

Control five characters, endowed 
with special skills and abilities 
you've selected, as they pursue an 
elusive, advanced alien race. Visit 
the canals of Mars, the dangerous 
swamps of Venus and the 
mysterious underground caverns of 
the Moon. Even Earth — depicted 


with historical accuracy — is ripe 
for exploration and rife with 
intrigue, as you search for King 
Tut’s tomb, visit the ruins of a 
Mayan city — perhaps even find 
the lost city of Atlantis! 

Standing in your way are corrupt 
German conspirators, a_ radical 
Martian religious cult, and the 
awesome intelligence of an 
advanced alien race — that doesn’t 
want to be found. 

The limited technology of the 
Victorian Age and the infinite 
mysteries of outer space. Who says 
history is boring? 
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ntroducing Spirit of Excalibur, 
the first-ever Fantasy Epic Game! 


A Fantasy Epic Games a synergistic blend of traditional 
Fantasy Role-Playing, adventure and combat simulation, 
for an experience greater than the sum of its parts. 


Spirit of Excalibur is set in the richly detailed world of 
mountains and rivers, townships and cities, castles and 
ruins of medieval England. More than 2.5 megabytes 
of dazzling artwork illustrate your journey. With add-on 
sound boards, powerfully orchestrated music will carry 
you away on a sea of enjoyment as you search for objects 
and solve the puzzles. 


Roam at will across the 16-screen scrolling map 

of Arthurian Britain. Use the Icon-based interface to 
check character status, zoom down to the scene level 

or up to themap, and give directional commands to parties 
or forces. You can enter, talk, take, trade, drop, attack, 
and even use magic at the click of a button — no unwieldy 
commands to memorize or key words to ferret out. 


As in the best FRPs, the knights and lords, wizards and 
clerics of the court of Camelot are yours to befriend and 
command. As they undertake their quests, they can 
interact with the peasants, warriors, maidens, nobles, 
bandits, and other folk of the time, growing and improving 
their abilities and skills. 

Spirit of Excalibur also provides opportunities for the 
tactical planning of a combat simulation. Move troops 

to strategic points to harry or delay invaders while your 


knights complete their q R hese | 
realm 


ears 0} al research ensure that this, at last, is the 
definitive game on Arthurian legends. Now playing only 
on powerful computer systems for discriminating 
- game players. 


MS-DOS version supports these fine sound boards: 
-Roland MT-32, Adhib, Covox, CMS. 


Screens taken from IBM VGA and Amiga versions. 
For IBM, Amiga, Atari ST, Apple IIGS and 


Macintosh computers. 

Suggested price $49, 99. 

Spirit of Excalibur’ is a trademark of Virgin Mastertronic 
International, Inc. 
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hen talk turns tonew 

videogame technol- 

ogy, the first thing 

most people think 

about is graphics: 
more colors, greater screen resolu- 
tion, faster animation, less flicker, 
16-bit video chips. 

But there’s another dimension 
to electronic gaming that’s too of- 
ten overlooked: sound. 

In the hierarchy of human 
senses, hearing is second only to 
vision. And since videogames don’t 
(yet) engage the other three senses 
—smell, taste, and touch — sound 
plays a crucial role in creating an 
exciting videogame experience. 

The Nintendo Entertainment 
System and Sega Master System, 
both introduced in the mid-1980s, 
produce much better sound than 
most personal computers. Until 
Nintendo came along, in fact, 
background music for videogames 
wasrarely heard outside of arcades. 
But one thing the NES and Master 
System don’t have is true stereo. 
Until last year, the only home ma- 
chine equipped for stereo was the 
Amiga personal computer. 

Then, in 1989, three videogame 
systems with true stereo hit the 
market: the Sega Genesis, the NEC 
TurboGrafx-16 (if you have the 
TurboBooster accessory or 
TurboGrafx-CD player), and 
Nintendo’s Game Boy. (The Atari 
Lynx has a stereo headphone jack, 
but mono sound.) If you've ever 
played one of these machines 
through a high-fidelity sound sys- 
tem or with stereo headphones, 
you'll agree that stereo sound ef- 
fects and music can make a 
videogame much more vivid and 
thrilling. 


QSound 


Now Nintendo is on the verge of 
introducing what could be the next 
generation in sound technology: 
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FORGOTTEN 
DIMENSION 


Tom R. Halfhill 


QSound. If QSound works as well 
as its proponents claim, it could 
literally add a new dimension to 
electronic gaming. 

Here’s why. Ordinary stereo 
sounds seem to come from a zone 
between the two speakers. If you're 
listening to Madonna, for example, 
she can move around the stage, 
butthe “stage” in your living room 
is anarrow strip between your left 
and right speakers. The developers 
of QSound claim they have broken 
that barrier. Under the right con- 
ditions, QSound can make sounds 
appear to come from anywhere in 
the room— even from behind you. 

Also, unlike the four-speaker 
quadraphonicsystems of the 1970s 
or the multi-speaker systems in 
today’s movie theaters, QSound 
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works withany conventional two- 
speaker stereo. It doesn’t require 
any special equipment or extra 
speakers. 

QSound was invented in 1981 
by Danny Lowe, a recording engi- 
neer. A company called QSound 
Ltd. was formed to develop and 
sell the technology, and for the 
past nine years engineers have 
been perfecting it. The first tapes 
and compact discs using QSound 
are expected to debut late this year. 
Hollywood filmmakers are also 
interested in the technology. 

It’s possible that you've al- 
ready heard QSound, in fact. The 
first public demonstration was 
during the Super Bowl last Janu- 
ary when Coca-Cola aired a special 
commercial recorded in QSound. 
Very few people were able to hear 
the full effects, however. Unless 
you were watching the commer- 
cial on a stereo TV, and unless 
your local TV station or cable sys- 
tem was broadcasting in true ste- 
reo, you wouldn’t have noticed 
anything different. 

Last year, after eight months 
of negotiations, Nintendo signed 
a contract with QSound Ltd. Ac- 
cording to Archer Communica- 
tions, QSound Ltd.’s parent com- 
pany, the agreement restricts 
Nintendo from using anyone else’s 
sound-enhancement technology 
for the six-year period of the con- 
tract. But it leaves QSound Ltd. 
free to sell its technology to any 
other company, including 
videogame companies competing 
with Nintendo. In fact, officials at 
QSound Ltd. say they are currently 
talking to other “interested par- 
ties,” although they won’t name 
any names. It’s possible, therefore, 
that QSound could show up on 
Sega, NEC, and other game sys- 
tems, too. 

Ever since QSound Ltd. and 
Nintendo made their deal, engi- 
neers have been working onaspe- 
cial computer chip that will allow 
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future Nintendo games to take 
advantage of QSound. The chip is 
now all but finished and ready to 
be used by Nintendo. 


Optional 
Or Standard? 


Neither QSound Ltd. nor Nintendo 
will talk in detail about their fu- 
ture plans for QSound. However, 
there are several approaches they 
could take. 

They could sell QSound as an 
accessory device that plugs into 
current NES machines. It wouldn’t 
work with any games released up 
to now, but future games could 
take advantage of it. 

Another approach would be 
to build the QSound chip into the 
next-generation 16-bit Nintendo 
game system. Nintendo plans to 
introduce this system, called the 
Super Famicom, in Japan this No- 
vember. Nintendo has not yet an- 
nounced when an American ver- 
sion of the Super Famicom will be 
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released, although it could come 
as early as 1991. (See “Nintendo 
News” and “The Editor’s View” 
in last month’s Game Player's for 
more details on the Super 
Famicom.) 

Interestingly, Nintendo origi- 
nally planned to introduce the 
Super Famicom in Japan in July 
1989, but delayed it for more than 
a year. That delay was announced 
while Nintendo was making its 
deal with QSound Ltd. It’s possible 
that Nintendo has been withhold- 
ing the Super Famicom until the 
QSound chip is finished. If so, 
QSound could show up as a stan- 
dard feature in the Super Famicom. 
The year-long delay also would 
have given software companies 
time toadd QSound effects to their 
upcoming Super Famicom games. 

But if the chip isn’t ready by 
November, or if Nintendo thinks 
it would make the Super Famicom 
too expensive, QSound could be 
sold as a plug-in accessory for the 
16-bit system. Super Famicom 
games would still be designed for 
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QSound, but people who didn’t 
have the accessory wouldn’t hear 
the special effects. 

Still another approach 
Nintendo could take is to sell a 
plug-in QSound device for both 
the NES and the Super Famicom. 
That would keep millions of NES 
owners happy while also giving 
Nintendo’s 16-bit game system an 
advantage over the competing 
Genesis and TurboGrafx-16. 

Nintendo and QSound Ltd. 
have already discussed what such 
an accessory might look like. One 
possibility is a special joystick with 
two speakers built into an extra- 
large base. The fixed speakers are 
aimed directly at the player, and 
the whole thing plugs into a stan- 
dard game controller port. This 
device could be ready late this year 
or in early 1991, although the ac- 
tual release date is up to Nintendo. 


The Sweet Spot 


There are other unanswered ques- 
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tions about QSound as well. For 
instance, is QSound really that 
good? 

“QSound gives the listener the 
ability to hear sound from all 
around them, without reference to 
the speakers,” says Anthony 
Ghitter of Archer Communica- 
tions. “For example, you could hear 
a finger snapping behind you, ora 
bee buzzing six inches in front of 
your nose. It would sound exactly 
like the bee is next to your nose.” 

For maximum effect, though, 
QSound requires a correctly ar- 
ranged listening environment. The 
stereo speakers must be positioned 
on the same plane (level with each 


other), and the listener must be 
sitting in what audiophiles call the 
“sweet spot” — the location where 
stereo effects are best heard. 

The sweet spot is exactly be- 
tween the two speakers at a dis- 
tance that’s greater than their 
separation from each other. In other 
words, if the speakers are three 
feet apart, you should be sitting 
halfway between them and at least 
three feet away. (Imagine a tall 
triangle, with yourself sitting at 
the top point and the speakers at 
the other two points.) Also, your 
ears should be at approximately 
the same level as the speakers. 

Room acoustics play a role as 
well. Aroom with toomany sound- 
reflecting surfaces (hard walls, 
floors, and ceilings) or sound-ab- 
sorbing surfaces (curtains, carpet- 
ing, and open doorways) would 
reduce the effects of QSound, just 
as they reduce all stereo effects. 

Audiophiles can be expected 
to rearrange their listening rooms 
to make the most of QSound (and 
they probably already have, since 


the requirements are much the 
same for good stereo of any kind). 
But what about videogame play- 
ers? Can everyone be expected to 
remodel their family rooms and 
bedrooms just for QSound? 

That shouldn’t be a problem, 
says Jim Aiello of QSound Ltd. If 
Nintendo sells QSound as a plug- 
in device with built-in speakers, he 
explained, the speakers will be 
fixed in place for optimum effect. 
And if a game machine equipped 
with QSound is hooked up to a 
stereo TV, the game player will 
almost certainly be sitting in the 
sweet spot. Virtually all stereo TVs 
have fixed speakers on the same 
plane, and players naturally choose 
a position directly in front of the 
screen at about the right distance. 

(Incidentally, QSound doesn’t 
work with ordinary headphones. 
The company says itis working on 
a solution, but it may require spe- 
cial headphones.) 

QSound has been demon- 
strated many times under QSound 
Ltd.’s supervision. But the com- - 
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VORD OF VERMILION. 


|. You start your journey ina 


village, meet shopkeepers, buy 
supplies, weapons, and trade-in 
your armor for magic potions. 


6. You meet the mysterious 
Princess amidst all the pomp of 
this ancient court. Her two evil 
chamberlains are advising her 
against you. 


II. As you move through the 
forest between towns, you 
encounter a fireball which you 
must extinguish or destroy 
using the Magic of the elements. 


mix magic potions from ingredients you must collect and use them 
to ward off the evil minions of Tsarkon. 

Explore Watling, Stow and Keltwick. Meet 
Mordegarde the Wizard and Bearwulf the loyal 
shield bearer. The Sword of Vermilion™ on Genesis 
from Sega®. . . You cant do this on Nintendo? 


Sega and Genesis are trademarks of Sega of America, Inc. The Sword of Vermilion is a trademark of Sega of America, Inc. 
© 1990 Sega of America, Inc. PO. Box 2167, South San Francisco, CA 94080. 


Nintendo of America, Inc. 


2. In the dungeons you meet 
a motley crew of characters, 
all seen from your point-of- 
view. On the right you see an 
overview of the whole area. 


7. Advance into the fray 
against the dragon wielding 
your sword of diamonds, using 
your controller and fighting in 
real time. 


12. Gargoyles guard the watery 
entrance to the floating village 
of Cartahena. Careful, there 
are more bad guys hiding in the 
dungeon outside town. 


Nintendo is a registered trademark of 


3. You go inside buildings and 
find customers walking around 
you can talk to. For more help, 
enter a store, house or sacred 
place. 


8. Weary from your journey, 
you arrive at a restaurant 
where you can eat. Look out 
for poison. 


4. Inside a building you defend 
yourself with a sword of gold 
against hooded wizards sent by 
the evil Tsarkon. 


9. You arrive at the Inn, where 
you can find out important 
information about what lies 
ahead. Be careful about who 


you trust. 


5. When you're making your 
way through the forest to the 
next town, you are attacked 
by scorpions which you defeat 
with a circle of magic. 


10. Inside the Inn, you can 
rest and recover from battles, 
recuperate your health and 
replenish your magic points. 


You're playing the most complex, most challenging 
adventure-role playing video game ever made—The 
Sword of Vermilion™ Complete with battery backup— 
you'll enjoy over 300 hours of nonstop gameplay as you 
use maps and playing hints provided from a 100-page 
instruction book to get you through 14 winding mazes 
and |4 exotic towns. Plus you'll battle your enemies in real 
time. And when you explore the countryside and dungeons, 
the screen displays them from your own personal point of view. 

In the world of The Sword of Vermilion® your father, Erik the Fifth of Excalabria, was killed by 
the evil Tsarkon of Cartahena. Your father’s trusted servant Blade took you into safekeeping as a baby, 
and now eighteen years later, it’s your mission to restore yourself and peace to the Kingdom. 

In your quest, you must find the Eight Rings of Good, look for the Book of Fighting Spells, 
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pany has not yet released a demo 
tape or compact disc that would 
allow Game Player's to test QSound 
ina typical game-playing environ- 
ment, such as a family room or 
bedroom. A demo disc is expected 
to be ready soon, however, and we 
hope to bring you a report in a 
future issue. 

Nevertheless, no one doubts 
that QSound works. It has big- 
name backers in the entertainment 
industry, and Nintendo’s strict six- 
year contract is another indication 
that QSound is something special. 
Nintendo hasalready paid QSound 
Ltd. $1 million and will pay an- 


other $2 million when the QSound 
chip is finished. 

Nintendo obviously takes 
QSound very seriously. If they’re 
right, it could prove to be a real 
breakthrough in videogaming — 
not to mention audio technology 
in general. 


Game 
Genie Update 


If you've been following the Game 
Genie story in the last few issues of 
Game Player's, you'll recall that 
Nintendo of America, Inc. won a 
court order last June blocking the 
sale of the Genie in the United 
States. The judge’s order came as a 
result of Nintendo’s lawsuit against 
Galoob Toys, the company which 
wants to market the Game Genie in 
the U.S. Nintendo says that the 
Game Genie — a plug-in device 
which allows game players to alter 
the way their Nintendo games play 
— could hurt Nintendo’s 


For the best effects, QSound requires the listener to be sitting in 
the “sweet spot” — exactly midway between the two speakers, 
so that one speaker doesn’t sound louder than the other. 
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videogame business. The judge 
agreed with Nintendo that all sales 
should be stopped until a full court 
trial could be held on the matter. 

Galoob quickly appealed the 
decision, asking a higher court to 
reverse the judge’s order and al- 
low the Game Genie to be sold. 
The latest word Game Player's re- 
ceived at presstime was that a court 
hearing on Galoob’s appeal was 
scheduled for September 12. 

A decision could follow as 
early as two weeks afterward. 
However, the appeals court could 
take as long as six months to make 
upits mind. Galoobis hoping fora 
favorable decision that comes early 
enough for them to ship the Game 
Genie to stores in time for the 
holiday shopping season. “If the 
court takes longer than two weeks 
[to reach a decision], it will prob- 
ably mean bad news for us,” a 
Galoob spokesman told Game 
Player's. 

The federal court order ban- 
ning all sales of the Game Genie 
does not have any effect outside 
U.S. borders. Nevertheless, the 
Game Genie still hasn’t appeared 
on sale in Canada or elsewhere. 
It’s possible that foreign distribu- 
tors are waiting to see how the 
court case in the U.S. is resolved 
before risking their own court 
battle with Nintendo. 

Watch Game Player’s for the 
latest news of future develop- 
ments. 
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THEY TOLD YOU 
IT WAS STRANGE 
AND POWERFUL. 


uckTales is one of the 

latest titles for the Game 

Boy, but it has an inter- 

esting history that goes 

back more than four de- 
cades. 

In the late 1940s, a young 
Disney animator named Carl Barks 
was reassigned from the cartoon 
factory to the comic-book depart- 
ment. His job was to write and 
draw monthly eight-page stories 
based on the adventures of Donald 
Duck and his nephews. 

Barks’s greatest success, how- 
ever, came when he invented a 
new character named Scrooge 
McDuck, “the World’s Richest 
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Duck.” The web-footed quin- 
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DuckTales 


William R. Trotter 
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taseptazillionaire was crusty and 
incredibly stingy, but hehada heart 
of the purest gold that soon won 
over his readers. 

The classic Scrooge adventure 
usually found McDuck in pursuit 
of some fabulous lost treasure in 
an exotic land that was far, far 


Master the pogo-jump ey 
Scrooge needs it for everything © 
from fighting to traveling. 


Take a swing at those blocks with — 
your cane — inside you'll find — 
bonuses. ] 


Whack that boulder with your _ 
cane to knock down the treasure 
chest. 


The cane comes in handy again— _ 
use it to dislodge that spider in _ 
the upper left corner. | 


Sometimes Launchpad Duck — 
shows up without being sum- _ 
moned. You'll need him to cross __ 
this chasm. ] 
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away from his hometown of Duck- 
burg. Barks was often inspired by 
mythology and the lost-world 
stories so popular in the 1930s and 
1940s. His formula was so success- 
ful (and his artwork so wonderful) 
that those original stories are still 
being reprinted today, captivating 
their third generation of fans. 

When Capcom’s original ver- 
sion of DuckTales appeared for the 
Nintendo Entertainment System in 
1989, it was one of the freshest and 
most delightful Nintendo games 
ever released. (In fact, it won the 
Game Player’s Award for Best 
Family Videogame of the Year.) Its 
witty, colorful graphics and typi- 
cally “Barksian” treasure-quest 
story appealed to players of all 
ages. 

Much of the original game’s 
charm and a surprising amount of 
its excellent graphics are retained 
in this new Game Boy version, also 
from Capcom. 

DuckTales is basically a giant 
treasure hunt. Scrooge takes off 
from Duckburg and tries to locate 


THEY TOLD YOU 
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PULL YOU IN. 
DEEP. 
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ave ee mest treasures. (Some- 
imes he is accompanied by neph- 
ews Huey, Dewey, and Louie, and 
heir new equal-time-for-girls 
niece, Webby.) To complete the 
game, Scrooge must trek through 
ive exotic lands (including the 
Amazon, Transylvania, and even 
the moon), pick up all the gold and 
jewels scattered about, and then 
make it back to Duckburg and his 
money bin. Naturally, all manner 
of rivals and enemies try to thwart 
his progress. 

DuckTales is refreshingly non- 
violent. Scrooge’s only weapon is 
his cane, which he uses not only to 
swat bad guys but also to clear 
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] You can pay a high price to get 
through here, or you can back- 
track to the left and find this hid- 

2 den passage. It leads you to the 
boss of the Amazon. 


The Amazon boss shakes the 
ground so hard it makes your 

3 pogo-jump impossible. Wait un- 
til he lands, then jump on his 
head. 


Armored ducks are important in 
Transylvania. If you hit the ar- 
4 mor and jump aside when the 
head falls off, you’ll win a life- 
restoring slice of yummy cake! 
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obstacles and gain access to “un- 
reachable” items. 

As in the full-scale NES game, 
the doughty duck’s main way of 
making progress is the pogo-jump, 
a versatile up-and-down move- 
ment that can be used for moving, 
fighting, uncovering bonus items, 
and exploring. Mastering it re- 
quires a tricky combo move with 
the A and B buttons — but you’ll 
get the hang of it after a little prac- 
tice. 


5 The wall on the-left is an illusion 
— you can pass right through it. 


After passing through the fake 
wall, you'll find a star bonus, good 

6 for an extra hit point. You'll need 
it soon. 


Wait for the Transylvanian boss 
to fly low, then pogo onto her 

7 head. When you must land, try to 
come down behind her. It's much 
safer. 


THEY TOLD YOU, 
BUT YOU DIDN’T 
LISTEN. 


And now youre lost. Inside Arm yourself with your favorite 
Super Glove Ball” The futuristic — controller. Or punch up the 
video game for your NES” intensity with the Power Glove” 
A 3-D odyssey that’s woven to- Super Glove Ball. Plug it in. 


Cee ox consider 
yourself warned. 


WEBALL 


eat” pec ory: fires: ay 


gether in an awesome 
maze of challenges. 


ENTER AT YOUR OWN RISK. 
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Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America, Inc. © 1990 Mattel, Inc. All Rights Reserved, Power Glove is a trademark used under license. 
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You can begin the game in any ui 
land you choose. Once you’ve 
found all the loot and destroyed 
the enemy boss, you don’t have to 
come back. But there’s a time limit 
for each treasure hunt. If Scrooge 
beats the clock, his wealth multi- 
plies. If he doesn’t, the game ends. 

If you’re worried about losing 
the loot you've collected, you can 
summon Launchpad Duck to pick 
you up and fly you to Duckburg to 
make a bank deposit. You can do 
this only once per trip, though, so 
timing is an essential element of 
good strategy. 

This pocket-sized version of 
DuckTales is a skillful conversion. 
On its easy setting, it will appeal to 


Return to Transylvania to get the 
key that opens the mines. It’s in 

1 the first mirror you come to on 
the right. 


The trickiest part of the mines is 

when you have to pogo off the 
2 heads of monsters leaping out of 
the water. 


Youcandefeat the mine boss with 
your pogo-jump — if you wait 
until he’s motionless. Try not to 
pogo while he’s moving. 
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When you get to the Himalayas, 
you'll discover that you can’t 
pogo-jump in the snow. 


%. 
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Move slowly here, darting for- 
wardand then quickly backward, 
to fake out the falling icicles. 


Whenever one of Scrooge’s 
nephews appears, he'll give you 
some useful information. 


Pogo off the Beagle Boy’s head to 
reach the icé where Bubba Duck 
is frozen. Free him to win star. 


ung or inexperienced gamers, Le 
ie 8 2 dl 8 1 The Abominable Snowman is 
while its more advanced levels are easy to beal. Avoid the falling 


quite challenging. And like other 8 snowballs, then pogo onto his 
really good Game Boy conversions, ess when all of the snowballs 
the graphics are actually better than ae 


the screen you'll see them on. GP 


GAME PLAYER'S 28 


FOR THE FIRST TIME, AN ARCADE HIT 
FOR ALL GAME SYSTEMS! 


KLAX>’ the latest, hottest arcade puzzle game, comes 
home — for play on all major game systems! 
Appearing first on the NES? 
KLAX will soon be 
available on ee 
Genesis® 
TurboGrafx" and 
home computers. 
KLAX makes 
you move fast — 
and think faster! 
Catch colored 
tiles coming down a 
conveyor belt. Score 
big points by 
arranging them in 
stacks and rows. 
You'll go nuts trying 
to catch them all — 
while figuring out where 
to stack them before you 
run out of room! 
But the hardest part is 
pulling yourself away from 
this fun, fast, and totally 
mind-boggling game! 


Tengen’s hot lineup 
of over a dozen super 
arcade hits includes 
these exciting titles. 
Order them today! 


Tengen’s products are designed and manufactured 

in USA by Tengen. They are not designed, manu- ORDER DAY 
factured, sponsored or endorsed by Nintendo: Wisi SOURRETAILER O18 CALL 
TOLL-FREE WITH VISA/MC: 
«8 IGE 

| : 


:800-2-TEN 
(1-800-283-6436) 


Displays shown are from the Nintendo version, Displays and features from other versions may 
vary. KLAX: TM Alari Games; licensed to Tengen, Inc, ©1980 Tengen, Inc. Nit 

Nintendo Entertainment System (NES), Genesis, and Turbo 

of America, In., Sega Enterprises Ltd. and NEC Technologies, Inc, respectively. 
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ARCADE HITS FOR ALL GAME SYSTEMS 
1623 Buckeye Drive, Milpitas, California 95035 
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Swords & Serpents * is: mark of Aéclaim Entertainment, Inc. ‘61990 Interplay Pr Ine, 
System™ and the official seals are trademarks of Nintendo of America Inc, ©199 tertainment, Inc. All rights reserved, 


A 


till wobbly from last 

month’s flight in 

MicroProse’s F-15 Strike 

Eagle, 1 hopped into 

Sega’s G-LOC (loss of 
consciousness by G-force), un- 
aware that this sequel-of-sorts to 
Afterburner was going to knock my 
Reeboks off. No kidding — this 
game will show you what the 
business of flying air interception 
in a U.S. Navy F-14 Tomcat is re- 
ally all about! 

G-LOC offers three levels of 
difficulty: beginner, moderately 
experienced, and flat-out expert. 
The controls are the usual left-hand 
throttle lever with an afterburner 
button, and a right-hand control 
stick with a missile button and a 
cannon trigger. 

After settling into G-LOC’s 
cockpit, get ready for an awesome 
ride. (There are two sit-down ver- 
sions of G-LOC in addition to the 
stand-up machine, and the Deluxe 
sit-down model has a rocking 
cabinet.) When the game starts, 
your Tomcat sits poised on the 
carrier deck as steam builds up in 
the launch catapult. Check your 
control surfaces and wait for the 
signal to take off. When the cata- 
pult cuts loose, your burners light 
up and 60,000 pounds of aircraft 
leap into the air. After you clear the 
flight deck, your landing gear re- 
tracts. 

Until now your point of view 
has been from just behind the jet. 


Display (HUD) in 
of the screen indicates 
e locked ontoa target. 


Once you're airborne, however, 
your view zooms forward and 
you're in the pilot’s seat. Take a 
moment to check out your “of- 
fice.” First you'll notice the head- 
up display (HUD), which projects 
various information on the center 
of the screen. Other indicators 
display your fuel level, missile and 
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Scott Wolf 


damage status, radar, and aircraft 
attitude. The HUDalso shows your 
heading and altitude above sea 
level. 

The beginner level walks you 
through a nine-stage mission in 
which you don’t use the throttle, 
and the bad guys pretty much 
wander right into your gunsights. 
This level shows you how to locate 
and lock onto your targets, insur- 


ing that your missiles will score 
hits. If you don’t get the message, a 
digitized voice reminds you to 
“Fire! Fire! Fire!”. 

In Afterburner, the bad guys 
came at you from dead ahead. In 
G-LOC, you not only have to deal 
with those kinds of enemies, but 
also with jokers swooping past you 
from behind, daring you to give 
chase. 

You'll also get to fly your 
Tomcat on some ground-attack 
missions, careening through can- 
yons and knocking out enemy 
bridges and ground installations. 
They’ve gotsome pretty good anti- 
aircraft gunners down there, so be 
careful or you'll wind up with a 
few bullet holes in your canopy. 

You should be able to com- 
plete the beginner course in no 
time, but don’t relax yet— youstill 
have to get back home. Has anyone 
seen an aircraft carrier around 
here? 

Fortunately, your Tomcat is 
equipped with ACLS (Automatic 
Carrier Landing System). A dis- 
play shows you the way home, 
and all you have to do is turn the 
way it tells you to, then keep the 
plane straight and level. After 
you've landed safe and sound, 
your squadron mates will throw 
you into the air in celebration. 

The medium-difficulty level 
introduces the use of the throttle 
and afterburner, then sends you 
through 13 stages of fierce, high- 
speed dogfights 
and ground-at- 
tack runs. This 
level may be the 
most fun of all, 
sinceit allows full 
use of the con- 
trols but stops 
just short of being 
life-threatening. 
Well, OK — it 
might threaten 
your life a little. 
But if your can- 
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The Alien Brigade has entered 
the Atari 7800 system. Attacking 
with full frontal fury. Infiltrating 
your army. Turning your men into 
slimy zombies. 

You've got a war on your hands. 
You've got to stay alive, man. You’ve 
got hostages to rescue. And your 
weapons are joystick or light gun 
controlled. So start wasting em. 
But be careful, you could be 86ing 
your own men. 


One of the new 
games for the Atari 7800. 
Now oozing its way to a 
store near you. 
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opy gets blown apart and you 
have toeject, you’ llalmost always 
get a good ‘chute and live to tell 
about it. 

Expert mode is where G-LOC 
really shines, though. The in- 
credibly smooth and realistic 


The Deluxe version of G-LOC has 
] a sit-down cabinet that rocks ‘n’ 
rolls. 


The regular sit-down version of 

2 G-LOC has a stationary cabinet, 
but the control layout is identical 
to the Deluxe version. 


3 Most crowded video arcades will 
opt for the stand-up version. 


flight controls, combined with 
Sega’s dizzying graphics, willhave 
you convinced that you’re 25,000 
feetin the air with death screaming 
at you from all directions. And 
there’s no self-centering joystick 
onthis level, mate. Where you point 
this bird is where she'll go until 
you point her somewhere else. As 
in F-15 Strike Eagle, if you want to 
fly upside-down, go right ahead. 
Just remember which way is up 
when an unfriendly pilot comes 
knocking at your back door. 

If a bogey does lock onto you 
from behind, your point of view 
zooms back outside the cockpit to 
show you lined up inhis sights. That 
means it’s time for some of that ace 
pilot stuff. Jam on the afterburner, 
break right or left, and dive. Then 
try the trick used by Tom Cruise in 
themovie Top Gun —hit the brakes 
and watch Mr. Bogey fly right past 
you and into your sights! 

Flaming this guy is one of the 
most satisfying moments in the 
game. Don’t let him catch you in 
one of the canyons, though. You'll 
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probably fly yourself straight into 
a canyon wall trying to shake him. 

G-LOC is a masterpiece, espe- 
cially the Deluxe version with the 
moving cabinet. Just remember: 
Air sickness bags are not included. 
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ARRIORS 


You are the Ikari warrior on 
the Atari 7800 system. 

You go behind enemy lines 
with nothing but machine guns, 
tanks, grenades and a prayer. 
You and your buddy wipe out 
the enemy, dodging bullets, 
knives and missiles. You have 
to rescue the colonel from an 
impenetrable fortress. And 
ammo is running low. Yes, war 
is hell. But you can handle it— 

<>, with one or two players. 

One of the new games for 
Atari 7800. Try it. If you’re man 
enough. 
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Atari Lynx” comes with AC adaptor, Comlynx™ cable and four games on one Lynx game cartridg 


Lots of games are available on compact 
cartridges, with more being developed as 
we speak. 


i iu ult MN fait ade a 
BiueLightning"’: Fly a top secret combat jet 
while avoiding missiles, ice fields, canyon 
walls and the dark of night 


Plug any standard \ 

headset into the Lynx for} 
more realistic 

4channelsound / 


Gauntlet’: Smash arcade hit. The 
enchanted Star Gem has crashed to 
earth. Capture it from evil creatures 
before they use its magical strength 

to destroy man. 1 to 4 players. 


Atari, the Atarilogo, LYNX™ and Blectrocop™ are trademarks or registered trademarks of Atari Corporation, ©1990 Atari Corporation, Sunnyvale, CA 94089-1302. All rights reserved. (Electrocop™ Software ©1990 Epyx, Inc 


Challenge”: 
Help Chip 
through 144 
levels without 
getting nailed by 
cherry bombs, water - 
traps, and hundreds of 
other hazards. 


yi 


 CalfomiaGames°: Surf your brains 
out. Skateboard the Half Pipe. Juggle the Foot Bag. 
Slam off the desert berms on your BMX bike. 


Electrocop”: Rescue the kidnapped 

daughter of the president. Invade the 
Steel Complex where dangerous robot 
traps protect the Criminal Brain. 


KLAX™: The latest 
arcade mega-hit from 
Atari Games. You must 
form “Klax” from 
colored tiles tumbling 
H down the conveyor 
belt. 100 levels. 


The Lynx portable game system is every bit as good 
as home systems. 

It has great color and sharpness like a big screen TV. 

It has deep levels of play on popular and new games. 

And on some games, you will be able to link up to 
eight Lynxes so everybody can play together. 

It's enough to give you chills. 

And make our competitors sick. 

It’s available at all major toy and Se retailers. 


pee es Call 1-800-443-8020 for 
On some games, all 8 players can be 3 = 
onscreen at once. the dealer nearest you. POR TAATETE SLATER TER TATA ERTAaT ET ee 


licensed to Atari Corp.) Califomia Games®, Chip’s Challenge™, and Blue Lightning™ are trademarks or registered trademarks of Epyx, Inc.©1990. Gauntlet® and Klax™ are registered trademarks of Atari Games Corp. ©1990, 


olf games are nothing 

new. In fact, golf 

games featuring Jack 

Nicklaus’s face on the 
box are nothing new either. What 
is new about Accolade’s Jack 
Nicklaus’ Unlimited Golf & Course 
Design, however, is the main fea- 
ture which distinguishes it from 
Accolade’s Jack Nicklaus’ Greatest 
18 Holes of Major Championship Golf. 
Now, for the first time, you can 
design your own golf courses from 
scratch. 

This feature is especially ap- 
propriate in a game that stars Jack 
Nicklaus. The “Golden Bear” has 
lent his hand to the design of a host 
of superb courses over the years, 
so he can offer as much advice 
about designing courses as he can 
about golfing. And offer advice he 
does, all the way through this fas- 
cinating game. 

Unlimited Golf runs on a wide 
variety of systems. It requires 512K 
of memory and works with CGA, 
EGA, MCGA, VGA, or Hercules- 
compatible monochrome graphics. 
The greater number of colors pro- 
vided by EGA or VGA is preferred, 
of course, especially when using 
the course-design features. Nu- 
merous sound boards are sup- 
ported, including the AdLib, CMS 
Sound Blaster, Roland MT-32 and 
LAPC-1, Tandy three-voice sound, 
and the Casio CT-460 and similar 
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WHO NEEDS 
A 
BULLDOZER? 


Neil Randall 


At the beginning of the game (and 
at various other times) this screen 

] pops up with comments and ad- 
vice from Jack Nicklaus. 


The overhead view of the course 
vp) shows how you'll move from one 
hole to the next. This is the screen 
you'll edit in the design program. 


Vee ToMniineielaiwinnasence: 
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MIDI devices. 

Unlimited Golf is actually two 
programs in one. The first, and the 
one you'd expect, is the golf game. 
Unlimited Golf updates Accolade’s 
earlier Jack Nicklaus game in sev- 
eral ways, but primarily it draws 
the scenery much faster. Also new 
are an instant-replay feature, sig- 
nificantly better overhead views 
of eachhole, anda grid that appears 
on the green to give you a better 
idea of how the ground slopes. 
Deciphering a green’s “break” is a 
common problem in golf games, 
and Unlimited Golf is better than 
most at helping you visualize the 
layout of the hole. 

You start a game of Unlimited 
Golf by choosing the course you 
wish to play and the difficulty level. 
Two predesigned courses are in- 
cluded on the disk, and you can 
use them as is, modify them, or 
create your own. The difficulty 
levels are beginner and profes- 
sional, and you can opt for ladies’, 
men’s, or pro tees. (Ladies’ tees are 
closest to the pin, while pro tees 
are the furthest away.) Finally, you 
can play the course either by your- 
self oragainst computer-controlled 
players. Two points to consider 
before challenging the computer 
players: (1) They’re good; (2) They 
slow down the game considerably. 

After the game loads, you have 
several other options. Youcan play 
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james “Buster” Douglas Columns” 
Knockout Boxing” 


BUY A GENESIS NOW 


If you buy a Genesis system between 
September [5th and October 3lst, we'll 
send you any one of these new hot 
games free. Select the blockbuster hit 
Super Monaco GP” and take the wheel 
of a two hundred mph Grand Prix racer. 
Or immerse yourself in the deep 
strategy struggle of the arcade game, 
Columns" Or choose Pat Riley 
Basketball” and slam-dunk against the 
pros. Or pick James “Buster” Douglas 
Knockout Boxing” and put the world 
heavyweight champion on the mat. Or 
call the plays with Joe Montana Football” 
and throw the winning touchdown pass. 
Just purchase a Genesis system between 
September I5th and October 3lst and 
get the selected game of your choice. 
Free. 

Of course, you still get the arcade hit 
Altered Beast," the three button Control 
Pad and the Genesis system that you've 
always wanted. So why wait. Act now. 
See your Sega® Genesis retailer for full 
details. The 16-bit Genesis system by 
Sega. Like we've been saying, you cant 
do this on Nintendo® 


Sega and Genesis are registered trademarks of Sega of America, Inc. All other game titles are trademarks of 
Sega of America, Inc. © 1990 Sega of America, Inc, PO. Box 2167, South San Francisco, CA 94080, 
Nintendo is a registered trademark of Nintendo of America, Inc. 


AND GET ONE OF 
OUR EXCLUSIVE 
NEW GAMES 


GENESIS DOES WHAT NINTENDON’T 


pose eee ee HK 


MAIL-IN CERTIFICATE 


FOLLOW THESE EASY STEPS: 


Purchase a Genesis system between September I5 thru October 31, 1990, and attach 
the original dated purchase receipt (receipt must be dated from September I5 thru 
October 31, 1990) for your Genesis System, and 
Cut out the proof of purchase symbol from the Segas Genesis @ System box, and 
Fill in the information requested on the purchase registration card included in your Genesis 
System, and 

}. Select your FREE Genesis cartridge from the list below. Check [4] first choice, circle second 
choice. 


wr = 


* 


|] Super Monaco GP™ 
Pat Riley Basketball” Columns™ 


James “Buster” Douglas Knockout Boxing™ 


: Joe Montana Football™ 


Complete the requested information on this certificate, and 
Mail all these items, postmarked no later than November 5, 1990 to: 
SEGAo GENESIS FREE OFFER 
P.O. BOX 2208 
SO. SAN FRANCISCO, CA 94083 


au 


Name Telephone _ te 
Street Apt. # 
Cin Stare Zip ca in 


MAIL-IN CERTIFICATE 


Sega will mail you a FREE game cartridge 6 to 8 weeks from receipt of all completed redemption 
materials. Offer good September IS through October 3I, 1990. Sega reserves the right to sub: 
stitute another game listed above based upon product availability. Offer not valid in combination 
with any other Sega Genesis offer: Valid in US. only. 
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a round of golf on your chosen 
course, or you can practice on the 
driving range or putting green. 
Beginners are advised to try atleast 
the putting green before heading 
out onto the course, because put- 
ting is difficult in this game. 
Finally, it’s off to the links. But 
before you get there, an attractive 
screen shows Jack himself offering 


advice about the course. Then 
you'll see an overhead view of the 


an 


ce: 
Total Even par 


Last shot: 134% yds 
Wina| \ Press space bar. / 
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entire course, followed by an over- 
head view of the first hole. After 
this, the scene shifts to the main 
playing screen, and you're ready 
to go. 

If you chose the beginner level, 
your caddy will suggest the club 
you should use for each shot. On 
the expert level, you select your 
own club. (Interestingly, real golf 
is often the opposite, because be- 
ginners usually don’t hire caddies.) 
After choosing the club, you aim 
by using the arrow keys. Next, you 
use the power bar to make your 
shot. Asinnearly all computer golf 
games, the power bar controls both 
the power of your stroke and the 
degree of hook or slice. Unlimited 
Golf's power bar is neither more 
nor less effective than that of other 
golf games. 


Neil 


Stroke: 


The main play screen shows the 
golfer, information about the hole, 

] and boxes for aiming the ball and 
selecting a club. The power bar is 
on the left. 


This approach shot has placed the 
2 ball on the green, just to the right 

of the pin. Note the two triangu- 

lar measures on the power bar. 


Landing in a water hazard costs 

ou a stroke. Now if you can just 

3 eep the wind from blowing you 
into the drink once more... 


The grid, and the indicator at the 

4 bottom left, show how the green 
breaks. Be very careful not to putt 
too hard. 


The computer takes into ac- 
count overswings, underswings, 
hooks, slices, the wind, and even 
the relative moisture of the ground 
(in other words, the green and fair- 
way speed). Thereare roughs, sand 


Hole: 
Par: 


Distance: 


Total: 
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traps, water hazards (with replay 
or drop options), hills and valleys, 
trees, rocks, and buildings. This 
game even treats the cart path asa 
possible hazard. 

Putting is the most difficult part 
of the game. Unlimited Golf pays 
strict attention to the makeup of 
the green, and so should you. If 
you slightly over-putt on a down- 
hill green, for example, you run 
the risk of seriously overshooting 


the hole. The break grid which is 
overlaid on the green for each putt 
helps you line up your shot, butit’s 
still difficult. Aim carefully, be- 
cause missing the hole is extremely 
easy. 

So far, Unlimited Golf sounds 
like an enhanced version of Jack 
Nicklaus Golf. But what really sets 
this package apart is the course 
design feature, which is loaded as 
a separate program. You have the 
option of either editing an existing 
course (such as those included on 
the disk) or creating an entirely 
new course. If you edit an existing 
course, be sure to keep a backup 
copy of the original file; it will be 
overwritten when you exit the 
program. 

Everything about designing a 
course is under your control. The 


Course Screen begins the process, 
and you can either start from 
scratch or work with an existing 
land plot (Seaside, Suburban Ohio, 
and Desert are included). You can 
completely change the topography 
and landscaping; touch up or re- 
paint the background scene; and 
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JUST KEEP TELLING YOURSELF: 


IT’S ONLY A VIDEO GAME... 


ONLY A VIDEO GAME... 


= ONLY A VIDEO GAME... 


It started as a college field trip to an old and You awaken to find someone or something has taken 
somehow evil mansion. You just wanted to study the your girlfriend, and to save her you'll have to slaughter 
gruesome experiments of the world’s most renowned, seven levels of monstrous ghouls. 
yet twisted parapsychologist. You're about to find out exactly why this horrible 

Then, things started going wrong. Terribly wrong. place is called Splatterhouse. 


The last things you remember were a blood curdling And why no one has ever entered, and lived long 
scream and a dull thwack to the back of your skull. oe enough to talk about it. 


i 


Killing the head is tough. To have 
a ghost of a chance, try the 
two-by-four again. 


To get a ghoul’s attention, try 
a two-by-four to the head. 
(The slime stains should 
come out in the wash.) 


He’s got a chainsaw. You've got a How tough is this maggot-eaten 


12-gauge shotgun. Who will cut Punch and kick the bloat guts before they suck the life out of you. That surgical hoss? You’ve got to give him 
who in half? get-up you're wearing is quite attractive. a hand, he uses his head. 


Manufacturer's suggested retail price for the TurboGrafx-16 system is $159.99. 
Splatterhouse is a trademark of NAMCO. © 1988, 1990 NAMCO Ltd. TurboGrafx™ is a trademark of NEC Technologies, Inc. © 1990 NEC Technologies, Inc. 
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even redesign the look, color, and 
shape of obstacles like trees, rocks, 
and buildings. At any point you 
can get a first-person view of the 
course from a number of different 
perspectives. 

You're free to do as much or as 
little designing as youlike. If you’re 
largely satisfied with an existing 
land plot and just want to add 
holes to it, fine. But if you want to 
see what a golf course would look 
like in your own neighborhood, 
just draw the neighborhood and 
add the course. Unlimited Golf is 
astonishingly flexible. 

The Course Routing option lets 
you determine the routes for each 
hole. Working from an overhead 
view of the entire land plot, just 
pointa crosshair to where you want 
the tee. Then move the crosshair to 
either the pin or a dogleg (a curve 
in the course). If you create a 
dogleg, finish the route by moving 
the crosshair to the pin. That done, 
you can either work on the hole 
some more or mark routes for sub- 
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sequent holes. This determines the 
strategic design of the course. 

To work on an individual hole, 
select the Edit Hole option and 
choose the hole you want to de- 
velop. An overhead view appears, 
showing both the routing and the 
topography. Now you can choose 
from six “paint brushes” and eight 
colors torework the hole. Each color 
represents a different type of ter- 
rain: greens, bunkers, fairways, 
roughs, water hazards, and so on. 
(In CGA and monochrome modes, 
the various terrains are represented 
by different patterns instead of dif- 
ferent colors.) Basically, you paint 
on the screen as you would with a 
conventional paint program, then 
fill it in using the fill command. If 
you don’t like what you did, you 
can Undo or Erase. It’s easy, and 
it’s great fun. 

Making hills and valleysiseven 
more fun. You select the height of 
the hill or the depth of the depres- 
sion, anywhere from 63 feet high to 
63 feet deep. Then draw the area of 
the hill, fill it in, and choose Build 
Hills. The overhead screen imme- 
diately shows a 3-D view of the 
course with the new terrain feature 
added. 

You can then place objects on 
the course — everything from tees 
to trees. Many objects are included, 
and you can place them wherever 
you wish. From time to time, Jack 


Nicklaus pops up on the screen to 
offer advice, letting you know his 
particular preferences without in- 
terfering with your work. 

Once you've designed your 
course, or at least part of it, you'll 
probably want to exit the design 
program and enter the golf pro- 
gram to see if you've created an 
elegant, playable course or an un- 
mitigated disaster. 

While it’s certainly easier to 
simply buy course disks for your 
favorite golf game, designing your 
own with Unlimited Golf is ex- 
tremely satisfying. 


he Sega Genesis has rede- 

fined what to expect froma 

home videogame system. 

Its graphics capabilities 
come closer to arcade quality than 
any other home game machine. 
The Genesis also offers some of the 
best sound effects and music — all 
in stereo — available on any home 
game system. 

As the first full 16-bit 
videogame machine available in 
the United States, the Genesis has 
enjoyed a theoretical advantage 
over the competition. Sega has been 
working hard to exploit that ad- 
vantage with a growing library of 
famous-name and celebrity-en- 
dorsed games, such as Tommy 
Lasorda Baseball, Arnold Palmer Golf, 
Michael Jackson Moonwalker, Joe 
Montana Football, Pat Riley Basket- 
ball, Buster Douglas Knockout Box- 
ing, and Spider-man. As a result, 
Sega has reportedly captured more 
than 85 percent of the 16-bit 
videogame market — roughly the 
same percentage of the 8-bit mar- 
ket that Nintendo owns (although 
in terms of units sold, Nintendo 
still has a huge lead over Sega). 

But things could change dras- 
tically next year. That’s whenmany 
observers think the fabled 
Nintendo 16-bit system, the Super 
Famicom, will be released in 
America. It’s already scheduled to 
be released in Japan this Novem- 
ber. You can bet that Sega will be 
watching this development closely. 


: Aerial heats is aitene the new 
titles announced for the Master : 
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With the kind of name recognition 
and loyalty that Nintendo enjoys 
among game players, the Super 
Famicom could pose some real 
competition for the Genesis. 

Will the Super Famicom’s 
graphics outshine those of the 
Genesis? In theory, yes. Among 
other things, the Super Famicom 
can reportedly display more than 
32,000 colors, compared to 512 for 
the Genesis. However, game 
quality depends not only on 
hardware, but also on software — 
on how well the games are written. 
(For example, we’ve seen some 8- 
bit Nintendo games that have 
better graphics than some Genesis 
games, even though the Genesis 
hardwareis theoretically superior.) 
So only time will tell if the new 
games for the Super Famicom will 
live up to its impressive specs. 

And what about sound? Will 
the Super Famicom’s sound capa- 
bilities exceed the ten-channel 
stereo sound of the Genesis? This » 
answer, too, is probably yes — 
especially if Nintendo uses 
QSound. 

Whatis QSound? Basically, it’s 
a new stereo technology that re- 
produces a three-dimensional en- 
vironment with sound. Usinga pair 
of ordinary stereo speakers, 
QSound creates the sense that 
sounds are coming from all around 
you—from anywhere inthe room, 
even from behind you. Under the 
right conditions, you seem to be 
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surrounded by sounds, not simply 
listening to a pair of speakers a few 
feet away. (For a more detailed 
explanation of QSound, see the 
“Nintendo News” column else- 
where in this issue.) 

The appeal of QSound in 
videogaming is obvious. As en- 
emy spaceships zoom toward you 
on the screen, the roar of their en- 
gines could seem to approach you 
as well. Then, as the ship zooms 
past you and off the screen, you 
could actually hear the engines 
fading behind you. In the same way 
3-D glasses add an extra dimen- 
sion to the graphics of a game, 
QSound canadd depth tothe sound 
of a game. 

In 1989, Nintendo of America, 
Inc. signed a multimillion-dollar 
deal to use QSound in future prod- 
ucts. After many months of secret 
work, the special QSound chip that 
Nintendo needs is all but finished. 
It’s very likely that QSound will 
either be a standard feature or an 
optional add-on for the Super 
Famicom when it debuts in Japan 
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this year. 

With QSound, Nintendo might 
be able to overshadow the stereo 
sound of the Genesis and other 
competitors. And as competitive 
as the videogame industry is, any 
edge in technology could be very 
important. 

Sega fans shouldn’t panic, 
however. There’s one interesting 
detail in the agreement Nintendo 
made with QSound Ltd., the com- 
pany which owns this new tech- 
nology. QSound Ltd. is free to sell 
the technology to any other com- 
pany that wants to buy it—includ- 
ing other videogame manufactur- 
ers. It’s possible that QSound could 
also end up on the Genesis, the 
NEC TurboGrafx-16, and other 
game systems (such as coin-oper- 
ated arcade machines). 

If Sega does adopt QSound, 
does that mean everyone who owns 
a Genesis machine without a spe- 
cial QSound chip won’t be able to 
take advantage of QSound? Not 
necessarily. Sega, like Nintendo, 
could either build QSound into 
future game machines or sellit asa 
plug-in accessory that works with 
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existing machines. This would al- 
low Sega to remain competitive 
without alienating those who al- 
ready own a Genesis. 

Of course, this is only specula- 
tion at this point. As of now, Sega 
hasn’t announced any plans to use 
QSound. But if Nintendo begins 
using QSound — and if it’s as ex- 
citing as its backers claim it is — 
Sega players, too, could be enjoy- 
ing this thrilling new audio tech- 
nology. 


Master System II 


Despite all the news about 16-bit 
videogame systems, 8-bit systems 
still make up the overwhelming 
majority of game machines in the 
U.S. In Great Britain, in fact, the 
Sega Master System is much more 
popular than Nintendo’s 8-bit. 

In an effort to make the Master 
System even more attractive in the 
U.S., Sega has redesigned the ma- 
chine, giving it a smaller, sleeker 
look. The price tag is smaller, too, 
reduced to a suggested $59.95 — 
compared to $79.99 for a compara- 
bly equipped Nintendo. 

The redesigned Master System 
Il is compatible with all existing 
Master System games, and the 
popular Alex Kidd in Miracle World 
will be built into the console in- 
stead of Hang-On. 

More titles are coming out, too. 
Sega’s attention is obviously fo- 
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cused on the Genesis, and new 
Master System titles have been few 
and far between this year. But Sega 
has decided to release Master Sys- 
tem versions of many Genesis 
games. Among these will be Pat 
Riley Basketball, Michael Jackson 
Moonwalker, Joe Montana Football, 
and James “Buster” Douglas Knock- 
out Boxing. Other games, such as 
Columns (Sega’s answer to Tetris) 
and the ever-popular Paper Boy will 
also make their Master System de- 
buts. 

Inall, more than 20 new Master 
System titles should be available 
by the end of this year. 


Electronic Arts: 
From PC To Genesis 


Electronic Arts, a giant among 
computer game publishers, seems 
to be backing the Genesis all the 
way. The latest example we’ ve seen 
is an early version of Lakers vs. 
Celtics. This computer game con- 


version is a pro basketball fan’s 
dream come true. Unlike Pat Riley 
Basketball, it allows you to play 
your favorite NBA team with a 
roster of real NBA players, includ- 
ing Michael Jordan and Magic 
Johnson. 

On top of that, each player has 
a full set of statistics reflecting his 
actual abilities. You can substitute 
players, shoot three-pointers, and 
even get called for fouls, charging, 
and traveling. From the lineup of 
players to the realistic game play, 
Lakers vs. Celtics is shaping up as 
one of the best basketball games 
we've seen. 

Now that Sega and Electronic 
Arts have signed a licensing 
agreement, there’s been plenty of 
news of cooperation between the 
two companies. For instance, Sega 
has agreed to release 20 Electronic 
Arts titles under Sega’s name in 
Japan. And under a 
previous agree- 
ment, Sega is re- 
leasing two EA 
games — Abrams 
Battle Tank and 688 
Attack Sub — in the 
U.S. under its own 
label. 

EA has also 
launched a new 
promotion called 
“Software for Life.” 
The deal allows 
people who already 


own an EA game for another ma- 
chine (such as an IBM PC compat- 
ible or an Amiga) to buy the same 
game at half price when it becomes 
available on the Genesis. 

This suggests that EA is plan- 
ning to re-release a large number of 
hit computer games for the Genesis 
— welcome news to anyone who 
has played EA’s many excellent 
computer games over the years. 
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MOMMY TOLD YOU NOT TO 


PLAY WITH FIRE? 


MAYBE YOU SHOULD HAVE LISTENED. 


She'll say, “If you play Devil’s Crush video pinball in dragons will roast you. The skeletons will toast you. 
the underworld, you'll get horribly burned.” The sorcerers will plan a barbecue around you. 

And you will. But you'll have to flip your way past all of them to 

You'll probably get fried many times while locked —_fight the ultimate Armageddon with the Devil himself. 
in immortal battle with the Devil’s elite guards. The The big Kahuna awaits. 


ee 


Could this be the evil skag 
prophesied in an earlier 
caption? 


This happy skeleton keeps 
an eye on you and laughs like a 
demonic clown when you die. 


ROSS 


The 5-headed dragon spits fire There she is. The She Giant. So beautiful when she sleeps. Such an evil skag The robed-ones can help you 
and brimstone at your pinballs. when she awakens, focus your rage. 


© 1990 NEC Technologies, Inc. © 1990 NAXAT Soft. ae 
TurboGrafx™ and Devil’s Crush™ are trademarks of NEC Technologies, Inc. Manufacturer's suggested retail price for the TurboGratx-16 system is $159.99. 


ideogame players can 

be divided into two 

distinct camps: those 

who like Asteroids-style 

games and those who 
don’t. 

For those who weren’t around 
during the dawn of videogaming, 
Asteroids was a space game in 
which you tried to blast hurtling 
rocks into cosmic dust. If an aster- 
oid or a fragment hit your space- 
ship, you were destroyed. 

The unique part of Asteroids 
was how you steered your space- 
ship. Instead of using a joystick, 
the original arcade version had two 
rotation buttons and a thrust but- 
ton. To change direction, you'd 
rotate your ship either clockwise 
or counterclockwise, then thrust 
forward. Since the ship obeyed the 
laws of inertia, it would keep drift- 
ing in the same direction until it 
either lost momentum or was ro- 
tated to a different position and 
the rockets fired again. Unless you 
were a pro at this style of naviga- 
tion, you’d soon find yourself 
tumbling helplessly into a hail- 
storm of asteroids. 

Plenty of people liked Asteroids, 
so they'll be glad to hear that 
variations of this classic game are 
making a comeback. Not too long 
ago, Microlllusions released an 
Amiga game called Dr. Plummet’s 
House of Flux, which was a cross 


Harmony: Merging spheres of the 
same color can be tricky when 

1 there are barriers in the way and 
the spheresare tied together with 
elastic cords. 


If you're not quick enough, the 
2 spheres explode into pods which 
rob you of energy. 


On bonus levels, you try to pick 
3 up pods of a certain ‘color for 
extra points. 


Having another player around 


@ can make things easier — but 
only if you work in harmony. 
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Harmony 
Vs. Turmoil 


Sheldon Leemon 


between Asteroids and Lunar Lan- 


der (another classic game featuring 
inertial flight). Now Accolade has 
come out with Harmony. The 
packaging implies that Harmony is 
a nonviolent “new age” game un- 
like the barbaric games of the past, 
but Asteroid fans won't be fooled. 
In Harmony, you control a 
sphere called a Seeker. It contains 
a pointed triangle which looks 
strangely like a rocket ship. You 
use the Seeker to prod a bunch of 
asteroid-like Energy Spheres, try- 
ing to make spheres of the same 
color collide with each other so 
they'll “synergize” and disappear. 
The clincher is that you steer the 
Seeker by rotating and thrusting. 
The fact that Harmony is remi- 


niscent of an old favorite is hardly 
a strike against it, of course. In fact, 
Harmony puts a clever new spinon 
an old idea. Instead of shooting the 
spheres to clear the screen, you 
make them merge. (They make a 
pleasant little sound each time they 
bump.) 

Toadd abit of spice, most levels 
have barriers or tunnels. On other 
levels, two or more of the spheres 
are joined to each other (or your 
Seeker) with an elastic cord. 

In what's called mantra mode, 


you have an unlimited amount of 
time to finish each level and per- 
fect your skills. But in the normal 
mode, there are two additional 
complications. 

First, whenever two spheres of 
different colors bump together, 
they create a pod which turns into 
a sphere of a third color. If you’re 
not careful, you can end up with 
more spheres than you started 
with. Second, the spheres are un- 
stable. If you don’t “harmonize” 
them quickly, they explode, rob- 
bing you of power and perhaps a 
life. 

Thanks also to a cooperative 
two-player mode and asave-game 
feature, Harmony is a most pleas- 
ant gaming experience. 


Puffy’s Saga 


UbiSoft’s latest Amiga game 
doesn’t have any new age preten- 
sions, but if you’re looking for an 
entertaining variation on another 
golden oldie, you won't be disap- 
pointed in Puffy’s Saga. In this cross 
between Pac-Man and Gauntlet, 


] Puffy’s Saga: Each level has nu- 
| merous power-upsand monsters. 


You're better off not exploring 

_ too many side tunnels on level 1. 

2 ‘If you get nosy, you might find 

"yourself being chased by a fire- 
breathing dragon. 


Level 2 is populated with dozens 
3 of ghosts, but the typhoons are an 
: even greater hazard. 


Level 3 is much more difficult 
4 than it looks —don’t let all those 
meaty drumsticks fool you. 
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you've got to gobble power dots 
and avoid ghosts, but there are 
treasure chests, magic keys, mon- 
sters, and potions as well. 

You start the game as either 
Puffy (boy) or Puffyn (girl). The 
choiceis significant because Puffy’s 
shots are stronger and he loses 
fewer life points to monsters, but 
Puffyn can keep the magic objects 
she picks up for a longer time. 

Each level of Puffy’s Saga con- 
sists of a large scrolling maze with 
plenty of secret passages and traps. 
To finish a level, you must eat all of 
the power dots. There’s usually a 
quick way to finish, but if you stick 
around long enough you may find 
objects that will help you on higher 
levels. 

The graphics and animation are 
extremely appealing. As in most 
arcade-adventures, though, it takes 
awhile to become familiar with the 
different kinds of magic objects. 
The drumsticks are fairly recog- 
nizable, but the extra speed, re- 
pellency, and transportability ob- 
jects aren't easily identified. 

The sound effects are particu- 
larly clever, and the game design- 
ers had the good sense not to over- 
use them. Sometimes when you 
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eat a drumstick, you hear Puffy or 
Puffyn say, “Yum, yum!” They 
might say “Oooh!” when they hit 
an energy-draining force-field, or 
“Feeling bad!” when their life force 
gets low. 

Although you can get rid of 
some enemies by shooting them, 
strategy and experience are much 
more important than firepower. 
Avoiding trouble is the key — 
tempting treasure troves are often 
guarded by so many traps that 
they’re not worth the trouble. 

As with Harmony, youcansave 
a game in progress (though only at 
the end of a level), and there’s a 
two-player mode in which both 
characters are free to roam the 
board at the same time. 

Puffy’s Saga is more complex 
than Harmony, since there are more 
types of objects on the board. But 
best of all — for those who didn’t 
like the inertial flight controls in 
Asteroids — it uses the traditional 
four-direction joystick control. 
Rookie astronauts such as myself 
don’t have to worry about spin- 
ning madly off the screen. 
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THE RIGHT TO 


TRECO atomic Robo-Kid™ 


Trash mutant life-forms and save the 
earth in this radical adventure! 


INtV CORPORATION Curse~ 
An intense shooter as you fly an 
attack craft through alien hazards to 
reach the ultimate goal—the quest of 
the Solar Grail! 


TENGEN kiax~ 


Move fast and think faster in this 
strategic video challenge. Catch and 
arrange color tiles coming down 
conveyer belt—this is a scream! 


‘Veo system Super Volleyball™ 
Total volleyball action that puts you 

in the game. Go for the spike—this 

is tournament play at its best! 


COMING 


SOON 


MRCP OME: 01. Caesar 


Free Cleopatra from the clutches of 
her enemies in this real time simulation 
game. - 


Aunique, action-packed, high-seas 
adventure where strange sea creatures 
tax your skills. 


7 NUVISION Bimini Run” 


A horizontal and vertic: 


KANE<CORST 


Rollerskate to action and win 
the ultimate street fight challenge. 


shooting game. 


Mondu’s 


ACTIVISION Fight Palace™ 


Role playing fun, hit music and great 
sound effects for | or 2 players— 
outrageous! 


In this action space-fantasy game, Earth 


armada. Your mission is to protect the 


planet at all costs—Good Luck! 


The Official Sega® Genesis® Seal of 
Quality” It's your assurance that the games 
you buy for the Sega Genesis video 
entertainment system are compatible with 
Genesis and will provide you with high 
standards of quality in action, graphics and 
gameplay as part of the “commitment to 
excellence” that you've come to expect 
from your Genesis system. 

And now seventeen renowned software 
companies from around the world have 
joined Sega Genesis in our “commitment 


RENGPFON Whip Rush” 


game where you operate a mighty jet 
fighter and challenge seven stages of 
shooting scenes. 


SAISMIC Helt Fire 


Shoot or die in this horizontal scrolling 


Namco Phelios” 

Apollo challenges enemies to rescue 
Artemis in this arcade classic with vivid 
graphics and animation. 


ar Technocop™ 
You're a cop, detective and road 


is under attack from an invading cyborg _ warrior of the future. Your mission is to 
rid society of radical gangs of punks and 
thugs. Arm yourself and aim straight! 


Cross 
KYUGO TRADING CO.,LTD. Fire™ 
A shooting action game featuring 
helicopters in death-defying combat! 


al scrolling 


SAGES 5 
CREATION Insector X 
Destroy insect worlds full of danger in 
this intense shooting game based upon 
the arcade hit. 


Populus” 

The first game of its kind. The player 
becomes a Divine Power looking over 
anew world and the birth of two 
warrior nations. 


ELECTRONIC ARTS? 


Technosoft Thunderforce lI 


Rush into a world of perpetual motion 
and experience the line scroll function 
for the first time ever. 


to excellence” by maintaining our high 
standards in game development with their 
own games for the Sega Genesis system. 

Look for these companies who have 
earned the right to display the Official Sega 
Genesis Seal of Quality. 


(‘GENESIS" 


Sega and Genesis are trademarks of Sega of America, Inc. All of the games 
shown are trademarks of their respective owners. 
© 1990 Sega of America, Inc. PO. Box 2167, South San Francisco, CA 94080 


et’s take a long look at a 

superb new sports game, 

a shorter look at an un- 

usually graphic action 

game, and a quick look at 
a challenging puzzle game that’s 
already popular on several other 
videogame systems. 


CHOOSE ANY 
ONE TEAM. 


* 
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Super Volleyball 


At some point in our school years, 
we've probably all played volley- 
ball. It’s a fast-moving team sport 
that appeals to boys and girls alike. 
It doesn’t require great strength, 
and unlike most sports, members 
of both sexes can compete on a 
nearly equal basis. Although it’s 
possible to get hurt playing volley- 
ball, this never happens as a result 
of intentional body contact and 
almost never as a result of getting 
hit by the game equipment (unless 
the floor counts as equipment). 
Furthermore, volleyball empha- 
sizes quickness, agility, and good 
eye-hand coordination. In other 
words, it’s perfect for both 
youngsters and grownups. 
Volleyball hasn’t done very 
well as a videogame or computer 
game, though. Maybe the reasonis 
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Neil Randall 


that volleyball (except for the sun- 
and-surf beach variety) is not a 
popular spectator sport. People 
don’t watch it on TV on Sunday 
afternoons, nor do they flock to 
stadiums to cheer on their home 
team. Just about the only time it 
surfaces at a national level, in fact, 


is during the Olympics, and then 
only briefly. 

Super Volleyball for the Tur- 
boGrafx won’t turn this fine sport 
into the new national pastime, but 
it might help solve the game’s 
unpopularity among video- 
gamers. It’s a strong, colorful 
simulation of indoor volleyball, 
complete with a variety of serves 
and spikes and the chance to play 
in an international tournament. 

You begin by choosing a one- 
or two-player game. (You’llneeda 
TurboTap adapter for two players, 
of course.) Several other options 
are available, including the ability 
to alter an existing team or create 
an entirely new team of your own. 

Three of the options will have 
important effects on the game. 
First, you can set the ball speed to 
slow, normal, or fast. (The fast 


Super Volleyball: You can choose 
from a variety of different na- 

] tional teams. But if you don’t like 
the choices, go to the team editor 
and create your own team. 


At the end of each game, Super 
Volleyball gives you a screen of 
statistics. This performance by 

2 the Dutch team was pretty pa- 
thetic, but that’s partly because 
they were playing with a handi- 
cap. 


Running serves are the strongest 
3 but also the hardest to control. If 

you're not confident, stick to an 

underhand or side serve. 


Spikes are a classic volleyball 

4 move. But be careful — a good 
defender can spike the ball right 
back to you. 


speed is the closest to real life, and 
you'll want to advance to this speed 
as soon as possible.) Second, you 
can handicap either yourself or 
your opponent (whether it’s an- 
other player or the machine) to 
make the game more competitive. 

Finally, you can choose how 
many points the two teams begin 
the game with. If you don’t change 
anything, games always begin with 
a 10-10 tie, but you can start them 
anywhere you wish. Keepin mind, 
though, that starting a game at 0-0 
will result in a long, drawn-out 
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contest. You'll probably want to 
stick with the 10-10 default, espe- 
cially when playing with a friend. 

For the most part, Super Vol- 
leyball conforms to six-player in- 
door volleyball rules. The first team 
serves and either scores a point or 
loses the serve (by missing the ball, 
hitting the ball out of bounds, or by 
touching the ball more than three 
times before returning it over the 
net). Thenext time that team serves, 
the players rotate positions. The 
first team to score 15 points wins 
the set, and the first team to win 
three sets wins the match. 

Super Volleyballadoptstworule 
variations found in international 
tournament volleyball. In regular 
volleyball, a set must be won by at 
least two points, not just one point. 


(For instance, a 14-14 tie must be 
settled 16-14, not 15-14.) This is 
also true in tournament volleyball 
. and Super Volley- 
. ¢ ball, but to keep 
the games from 
getting too long, 
16-16 ties can be 
settled 17-16. 
The other 
tournament rule 
is invoked if a 
match goes to a 
fifth set: All plays 
result in a point 
scored. In other 
words, losing a 
serve in the fifth 
set means giving 
your opponent a 


Splatterhouse: Rick loses a heart 

1 each time he’s hit. Losing five 
hearts costs him one of his three 
lives. 


Theskeletons make pools of acid. 

2 If Rick steps in them, he loses a 
heart. Jump over them, but watch 
out for the zombies. 


These guys lose their heads -- 

literally. And when they do, the 
3 heads come flying toward Rick. 

Step back and swing again. 


In this room, vicious snakes leap 
from the piles of guts. Kick them 
4 out of the way, even if they 
manage to bite you. Otherwise 
they'll hang on and bite again. 


point. 

You can choose from four dif- 
ferent kinds of serves in Super 
Volleyball, ranging fromastandard 
underhand to a running smash. 
The ball turns red to signal the best 
moment to hit it, but you can still 
miss. 

You have control over the 
movement of only one member of 
your team, and this player is most 
valuable as the first player to start 
the return. When he gets the ball to 
the net, a teammate sets it up, and 
you can aim the spike. You don’t 
have to wait until the third hit to 
return the ball over the net, of 
course, but spikes are farand away 
your most dangerous weapon. 

Other crucial moves are avail- 
able, too. You can watch your 
rearmost player leap backward for 
the ball, control the direction and 
speed of your player’s attack, spike 
the ball toward your opponents’ 
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feet, or fake the spike and tap the 
ball over their heads. It’s all here, 
and it’s extremely well done. Super 
Volleyball is a good sports simula- 
tion that’s lots of fun, and it’s an 
excellent game for multi-player 
tournaments. 


Splatterhouse 


This unusual game is aimed 
squarely at those legions of people 
who flock to the theaters to see the 
latest sequel to Friday the Thir- 
teenth, Halloween, Nightmare on Elm 
Street, or any of the other hack ‘n’ 
slash horrors. If you find those kind 
of movies too violent and gory, 
then by all means avoid 
Splatterhouse. 

The good news is that the guy 
wearing the hockey mask in Splat- 
terhouse is a good guy, not a homi- 
cidal bad guy. His name is Rick, 
notJason, and he has a “hell mask” 
attached to his face as a result of an 
unwanted encounter with an evil 
force. 

Rick and his friend Jennifer 
visited an abandoned house as part 
of a school project, and now Jen- 
nifer is missing. To rescue her, he 
must fight his way through seven 
levels of creeps, ghouls, and bi- 
zarre creatures. He can punch and 
kick, and pick up wrenches, sticks, 
and other weapons. He takes on 
zombies, poisonous snakes, sewer 
monsters, and every other kind of 
monstrosity you’d expect in a 
horror flick. Finally, at the end of 
the seventh level, he comes face to 
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face with the true source of the evil. 

In terms of game play, Splat- 
terhouse isn’t much different than a 
number of other videogames in 
which you go through level after 
level of bad guys in order to reach 
the super bad guy. But the graph- 
ics in Splatterhouse are much more 
detailed and explicit. Among other 
things, you'll encounter skeletons 
that vomit poison, gruesome 
snakes that bite and cling to your 
legs, and piles of bloody body parts. 


It’s actually a good game, butsome 
people find the graphics a little too 
much. Takea look at this one before 
you buy. 


Klax 


If you’ve been following the last 
few issues of Game Player’s, you've 
already seen our reviews of Klax 
for other videogame systems. (The 
Nintendo version was reviewed 
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Klax: Each wave begins with a 
screen that defines your goal. In 
this case, you must get five Klaxes 

1 (three tiles of the same color ar- 
ranged in a horizontal, vertical, 
or diagonal row). 


At first it’s easy to catch the tiles 
as they come clattering down the 

2 ramp. Pretty soon, though, they 
start moving faster and piling up 
at the bottom of the screen. 


Vertical Klaxes are the easiest to 
make, but horizontal and vertical 

3 Klaxes are worth many more 
points. 


in the August issue and the Atari 
Lynx version was covered in Sep- 
tember.) 

The TurboGrafx version is al- 
most identical to the other versions 
and is every bit as exciting. Like 
Timeball (reviewed elsewhere in 
this issue), Klax is a fast-moving 
puzzle game that'll keep you glued 
to the screen for 
hours and hours. 
If you want a 
quick-paced 
mental challenge 
— one that rivals 
Tetris — take a 
good look at Klax. 


nly in America could 

slime become fash- 

ionable. It seems to 

have started back in 

1979 whenugly black 

sludge oozed from the drains and 

walls of a haunted house in The 

Amityville Horror. Then, in the 

1980s, Bill Murray was harassed 

' by a messy manifestation in 

Ghostbusters, and the idea was 

carried to its inevitable extreme 

when New York was practically 

flooded with slime in Ghostbusters 
1G 


Now we have a videogame 
called Todd’s Adventures in Slime 


World for the Atari Lynx. Slime 
World positively glories in slime. 
Deep within the caverns of Slime 
World — “a planet teeming with 
slimy, gooey, disgusting lifeforms” 
— deep pools of slime await the 
unwary. Cascading waterfalls of 
slime (slimefalls?) threaten to 
drown you in thick, green mucus. 
Giant globules of slime drip from 
the ceilings. Rivers of brightly 
colored slime constantly flow 
down the cavern walls. 

In fact, Slime World is so awash 
in slime that it classifies the yucky 
stuff into various categories. So- 
called normal slime is the ordinary 
muck you walk on; slippery slime 
is like ice, and won’t let you gain a 
foothold; sticky slime is like glue, 
slowing you down toa shuffle and 
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Slime World 


Tom R. Halfhill 


taking away your ability to jump; 
and bouncy slime is a rubbery 
concoction that makes it seem as 
though you’re hopping on a 
trampoline in a sewer. 

On top of all that, you have to 
deal with those slimy lifeforms. 
Slime World is populated with 19 
different breeds of repugnant 
monsters, and they apparently 
evolved according to some twisted 
Darwinian principle of survival of 
the grossest. Among the creatures 
you'll encounter are the octospids, 
redeyes, maggots, drools, flyheads, 
groaches, spitters, scabs, blood- 
flies, zits, headsuckers, mildews, 
and blood-groaches. 

When you destroy one of these 
monsters, it’s not a pretty sight. 
They explode in a shower of 
“boogers” — gummy globs of goo 
that stick to you until you can take 
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Even worseare thered boogers. 
These blobs spew forth when you 
zap a blood-fly, and any contact 
with them is instantly fatal. 

Just what are you doing on this 
putrid planet? That depends on 
which mission you undertake. 
Slime World is really six games in 
one, and you can start anywhere 
you like. Most of the missions re- 
quire you to escape a maze of un- 
derground tunnels, but each one is 
slightly different. Some are action- 
oriented adventures that demand 
arcade skills, while others em- 
phasize logic and mapping. 

You start most missions witha 
water gun and an automatic map- 
ping computer, and you can find 
other useful things inside the cav- 
erns: slime shields, jet packs, mega 
bombs (very dangerous), pools of 
water (for washing off slime), and 
cleansers (which turn pools of slime 
into water). 

Slime World has other nice 
touches, too. When you press the 
pause button, the screen displays a 
code thatlets youresume the game 
later at that point. (Try SAOACE if 
you're having trouble finding the 
exit in Adventure 1.) 

By using your Comlynx cables, 
you can connect as many as eight 
Lynxes together for multiplayer 
missions. To avoid confusion in 
multiplayer games, the person you 
control always has blond hair. 

Atari describes Slime World as 
a “wonderfully gross and repul- 
sive adventure game.” We'd goa 
little further. Thanks to its depth, 
varied game play, and exception- 
ally scummy graphics, Slime World 
is a delightfully disgusting and 
revolting game for anyone who 
likes good unclean fun. 
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Very few games ever generate a 
following large enough to justify a 
sequel. Even fewer become trilo- 
gies. To achieve this, a game must 
generate lots of excitement and 
have many thousands of loyal fans. 
Mega Man 3 qualifies on both 
counts. 

The original Mega Man was a 
sleeper—the game gradually grew 
popular by word of mouth. But 
when Mega Man 2 was released, it 
was an instant hit. Nearly every- 
one went crazy over the little an- 
droid who saved the world from 
Dr. Wily, and Nintendo players 
everywhere couldn't get enough. 

Now Mega Man is back for his 
third adventure in one of the larg- 
est games ever released for the 
Nintendo Entertainment System. 
Mega Man 3 follows the same win- 
ning formula as the first two in- 
stallments. As the android Mega 
Man, you travel from world to 
world defeating enemy robots and 
capturing their weapons for your 
own use. This time, however, the 
evil Dr. Wily has turned good and 
is helping Dr. Light, Mega Man’s 
creator. 
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Mega Man 3 has some of the 
biggest and most original boss 
creatures you could hope to see. 
The last boss is so huge that only 
the upper half of his body fits on 
the screen at one time! 

The forces of evil have become 
so overpowering that Mega Man 
has taken a partner, a robot dog 
named Rush. Rush can help you in 
many ways, such as transforming 


himself into a trampoline, a jet, 
and even a submarine! Mega Man 
has also learned a new move — a 
power slide that helps him squeeze 
through cramped areas. 

Mega Man 3is anabsolute must 
for anyone who loves action-ad- 
venture games. Its great story, out- 
standing graphics, and exciting 
game play make it the best Mega 
Man game ever. 
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This enemy will try to 
pole-vault onto your 
head. The trickis to stand 
completely still just 
before he launches 
himself into the air. He'll 
sail over you and leave 
himself vulnerable when 
he lands. 


First try Snake Man’s stage. One of the most 
vicious foes is a giant snake that fires huge 
globs of venom. Stay at the far left of the 
screen while repeatedly jumping and 
shooting at its head. 


Although youcan Abe MegaMan 8onany 
stage, there’s a certain order you should 
follow to make the game easier and more 
fun. 


Once in Snake Man’s inner 
sanctum, quickly make your 
way to the right side of the 
screen. Snake Man will run 
back and forth while 
throwing deadly snakes. 
Stand still and shoot while 
avoiding his snakes. 


To cross the pits, leap onto 
the cloud platforms. Watch 
out forthe missiles that come 
flying toward you. Stand on 
the edge closest to the 
oncoming missiles so you 
won't fall off if you get hit. 


Next stop: Gemini Man’‘s stage. Plenty of 
surprises await you, including this giant 
waterfowl. To get plenty of power-ups, blast 
away some of the little birds he sends at you, 
then finish him off by shooting at his eyes. 
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Don’t let this big bully scare 
you. He may look tough, but 
allit takes to defeat him is a 
few shots at his eyes. Stay at 
the left while jumping and 
shooting. 


After defeating Gemini 
Man, head for Needle 
Man’sstage. Use yoursliding 
technique to quickly move 
past the giant stalactites 
that try to pierce you. 


Gemini Mansplitsin two and tries to trap you 
in the middle of the screen. To keep Gemini 
Man in the middle instead, maneuver near 
the sides of the screen while attacking with 
Snake Man’s weapon. 
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Gemini Man’s laser works 
wonders on Needle Man. 
Fire a shot, then dodge 
Needle Man’s spikes as the 
laser ricochets around the 
room. After you beat him, 
you'll get the Rush-Jet as 
well as Needle Man’‘s 
weapon. 


Pe coe 
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Go after Hard Man next. His 
stage is mountainous and is 
guarded by guys in hard 
hats. To eliminate this hard- 
hat driving a bulldozer, aim 
for his eyes. 


tough enemy, and it takes 
countless shots to beat him. 
Listen for the short whistle 
that signals he’s about to 
attack, then stand atthe far 
right and shoot toward the 
left. 


Hard Man doesn’t 


exactly live up to his 
name. In fact, “Easy 
Man” would be more 
accurate. Simply fire 
at him with Mega 
Man’‘s regular gun 
while being extra 
careful to avoid his 
dive-bomb attacks. 


Top Man, whose henchmen 
try to destroy you with 
spinning tops. When you 
climb down into this room, 
don’t let go of the ladder. 
Instead, fire left from this safe 
position. 


Cross this pit to reach 
Top Man/‘slair. The tops 
you. Shoot atthe cat’s head and be careful you must jump on are 
to avoid the giant balls of yarn he coughs always spinning, so 
up. watch your footing. 


In Shadow Man’‘s 
stage, sometimes the 
lights go out and you 
must fight in the dark. 
To switch the lights 
back on, either use 
Rush as a trampoline 
to jump up and 
destroy the machine 
causing the darkness, 
or run until the 
machine is off the 
screen. 


Jump from platform to 
platform while fighting 
off the enemy par- 
atroopers. It might be 
wise to use the Rush- 
Jet here. 


Th defeating Top Man is to get 
behind him and use the Hardpunch 
weapon. That way, he won't be able to 
attack you with his tops. 


Shadow Man throws his 
shadow blade while 
jumping around. Wait until 
he gets close, then use the 
top spin on him. Keep using 
the top spin to turn him into 
dust. 
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Use Rush as a trampoline to 


get the items storedin hard- 
to-reach places. 


Sa ie eat aaa Cis es 
Watch out for these blocks 
that drop out of the tubes — 
they'll start stacking up on 
each other. While running, 
jump and shoot each block 
just as it falls from the tube. 
Keep shooting the blocks to 
gain more energy. 


When you enter Spark Man’s 
stage, robots fall from these 
tubes and shoot you with 
electric sparks. To avoid 
getting shocked, blast the 
robots as soon as they 
appear. 


To get a free ride in 
Magnet Man’‘s stage, 
wait for a magnet to 
Spark Man is to change into come from the left, 


Shadow Man. When Spark 


Here’s a tricky screen. 
If you jump without 
shooting all the vises, 
they'll knock you into 
the pit. Wait until they 
come toward you, 
then shoot. 


then hop up and let it 
carry youaway. Don't 
forget to shoot ahead 
to prevent other mag- 
nets from knocking 
you off your “eleva- 
tor.” 


Man runs toward you 
throwing his sparks, keep to 
the other side while 
attacking him with your 
shadow blades. 


be deadly. When you first encounter him, 
shoot the missile as soon as it’s launched. 
Then finish him off with your gun. 


Magnet Man is easy 
to beat if youbecome 
Spark Man. He'll stop 
jumping and try to pull 
you toward him with 
hismagnetshield. Wait 
until the shield is turned 
off, then blast him with 
sparks. 


Asin MegaMan 2, you 
must figure out the 
pattern of how these 
blocks appear and 
disappear. But there’s 
anew twist: Amagnet 
will try to pull you off 
the blocks. If things get 
too hairy, try using the 
Rush-Jet. 


Mega Man 2? Well, they're back! 
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your job isn’t nearly finished. Remember 
those robots you thought you destroyed in 


The ghost of Airman is 
back andjust as tough 
as before. This time, 
though, you’re better 
prepared. Attack him 
as Magnet Man when 
he stops throwing 
twisters at you. 
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This stage can be 
tricky, so be sure to 
energize your Rush-Jet 
before starting. When 
you're jetting along, 
shoot forward and 
grab any energy 
capsules youcan find. 


Has Mega Man met his 
match in Clash Man? Not if 
Mega Man uses Hard Man. 
Try to anticipate where 
Clash Man will land, then 
nail him with a hard punch. 


though he looks mean, he’s very easy to 
beat. When you first see him rising out of the 
ground, shoot at the cross on his helmet. 


Flash Man is no match for 
Mega Man. When he stops 
freezing time, run toward 
him while firing your needle 
cannon. 


These little heli-robots aren‘t 
here for your health — they 
want to see Mega Man 
dead, Run under them and 
let them fall, then move out 
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Bubble Man is back 


and meaner than 
ever, but he’s no 
match for Shadow 
Man. Jump over his 
bubbles, then use your 


Wait at the bottom of this 


screen. When the spider 
starts climbing the ladder, 
shoot him with a Gemini 


shadow blades to put laser. 
an end to his dream of 
Mega 


of the way. 
destroying 
Man. 


Wood Man protects 
himself with his leaf 
shield. After awhile, 
he'll throw the shield 
at you. Take advan- 
tage of that chance 
to blast him with the 
Needle Gun and turn 
him into sawdust. 


Metal Man lives by th 
adage, “You can’t keep a 
good villain down.” To 
defeathim once and for all, 
use your magnet missiles 
while dodging his blades. 


The search-snake weapon 
comes in handy when 
battling Quick Man. Watch 
out forhisboomerangs, and 
fire when you get close 
enough. 


way, you'll come to a small 
tunnel that Mega Man can 
fit through only by sliding. 
Avoid the spikes on the wall 
in front of you by quickly 
moving left as soon as you 
begin to fall. 


As soon as you enter 
Fire Man’‘s lair, slide to 
H Quickly reach him, 
then use the top spin 
on him. Watch out for 


the pillars of fire he 


throws randomly 
around the room. 
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You've 


already 
crossed paths with this 
foe more than once. 
Now it’s time to 
eliminate him forever. 
He doesn’t fight any 
differently than be- 
fore, so he shouldn't 
be a problem. 


HAKBX RAN OFF HITH 


When you return to Dr. 
Light's laboratory, you find 
that Dr. Wily has once again 
returned to his evil ways. 
You'll have to set out after 
him quickly if this madness is Dr. Wily’snew andimproved castle provides 
more than enough protection for him and 


his evil creations. 
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It’s a good thing Shadow Don’t worry about the 


Man provided you with the 
Rush-Marine. You'll need it 
when traveling underwater, 
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Mega Man meets three 
illusions of himself! All three 
can hurt you, but you can 
hurtonly one of them. Once 
you find out which illusion is 
vulnerable, use the top spin 
to win a short but sweet 
victory. 


machine at the top of the 
screen. Instead, use the 
shadow blade to attack the 
turtles. When they’re all 
destroyed, the machine 
blows up. 


rr 
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hose robot bosses sure can 
hold a grudge. They'll give 
anything to see Mega Man 
otally obliterated. 


Capcom, 1283-C Mountain View/ 
Alviso Road, Sunnyvale, CA 94089. 


This vengeful villain comes all the way from 
the original Mega Man game for another 
crack at you. You can hurt him only when 
he’s completely solid and opens his eye. 


The final challenge — or is it? Dr. Wily comes 
after you with his most fearsome invention 
yet. If you can destroy this machine, get 
ready for more surprises! 
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H e’s arguably the greatest 
pop starin history. His concerts, 
albums, and music videos have 
played to countless millions 
around the world, and his fame 
just keeps growing. Now, Sega 
Genesis owners get to see a 
whole new side of Michael 
Jackson — this time as a 

videogame hero. 

Michael Jackson Moonwalker, 
based loosely on the “Moon- 


Matthew A. Firme 


walker” music video, has beena 
labor of love for both Sega and 
Jackson himself, who person- 
ally supervised the design of 
the game. If you've ever seen 
one of Jackson’s music videos 
— and who hasn't? — you'll 
delightat the way his videogame 
character glides, dances, and 
moonwalks his way through 
this expansive adventure. The 
moves are so reminiscent of 


Jackson’s unique style that the 
game often seems to be an inter- 
active version of MTV. 

As Moonwalker begins, 
Michael has heard that the 
fiendish Mr. Big, a treacherous 
criminal mastermind, has kid- 
napped the world’s children as 
part of a plot to strengthen his 
evil empire. Michael's first stop 
is the sleazy Club 30, known as 
a gathering place for lowlifes. 


Sega of America, 573 Forbes Blvd., P.O. Box 2167, South San Francisco, CA 94080. 


When youbegin the game, experiment 
with the controls. Although other 
videogame heroes stomp through their 
adventures, Michael’s moves are much 
more graceful and take some getting 
used to. 


Throughout the three stages 
in Club 30, misguided 
women try to slow you down. 
They won't take no for an 
answer, so you'll have use 
tougher means to get your 
message across. 


To make the secret stairway fall, stand 
just below it and use a little magic. 


This tough pool player won‘t 
go down as easily as the 
others. He breaks his cue 
over his knee and comes 
afteryou, andittakesseveral 
hits fo stop him. 


Each stage has 
three levels, and 
each has a certain 
numberof children. 
Atthe end of stage 
1-1, you'll have to 
fight it out with 
these well-dressed 
toughs. 


Each time Michael finds a child, his life 
bar is boosted a bit. The number of 
children still being held captive isshown 
at the bottom right of the screen. 


Once you've found all the 
children, Michael's chim- 
panzee flies onto the screen. 
The chimp points the way to 
Mr. Big and his gang for the 
level's final showdown. 


Leave nostone unturned. The bad guys 
will hide the kids just about anywhere, 
and you can’t leave a scene until all 
the children have been rescued. 


Mr. Big’staunts are annoying, 
but don’t give up hope. 
You'll get him in the end. 


At the end of stage 
1-2, the villains wear 
white suits and are a 
bit more difficult to 
beat. Hold down the 
attack button to 
begin Michael’s 
thrilling dance-at- 
tack. 


A single but very powerful 
thug is waiting at the end of 
stage 1-3. Even after he 
dances with Michael, he'll 


You're not bulletproof, so be ready to 
duck when a bad guy pulls out a gun. 
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As stage 2-1 begins, Michael leaves 
the sordid world of Club 30 behind and 
takes to the streets. You'll have to 
search those windows to find the 


xt 


children. 
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Search through this parking 
garage to find the kids in 
stage 2-2, but watch out for 
those guys standing around 
— they aren’t parking 
attendants. 


be back for more. 
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Just as you rescue this poor 
child, a creep wearing riot 
gear shows up. Watch out, 
because he’s got a lot of 
firepower. 


The third level finds 
Michael fighting some 
spooky foes in a misty 
cemetery, to the 
appropriate back- 
ground music of Thriller. 
Every enemy in this 
stage takes more than 
one hitto defeat. Ifyou 
see a comet, do your 
best to catch it. 


Like a convention of James Dean 
lookalikes, the punks on the street strike 
all kinds of tough poses. You can show 
them who’s really bad. 


Stand on this manhole and 
press down on the direct- 
ional pad to explore the 
sewers beneath the streets. 


But be ready, because you 
won't be ae 


These roughnecks do an admirable 
job, but they just can’t keep up with 
Michael's moves. 


Atthe end of stage 2-3, you'll 
find yourself dancing with a 
pack of dogs! Watch the 
dark ones, but the white dog 
is the leader. Until you beat 
him, his pack will keep 
coming. 


When you hit a 
ghoul for the 
firsttime. itleaps 
forward and 
attacks. Begin 
moving away 
after you hit it, 
then spin and 
hit it again as it 
leaps. 
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The final scene in stage 3-1 takes place 
over a dangerous stream, with most of 
your enemies above you. Leap up and 
hit them, timing your attacks so you 


By leaping up and catching 
a tree limb in stage 3-2, 
Michael can swing up to 
higher levels. This uses alot of 
energy, but it’s often the 
quickest way to get where 


don’t waste energy. 


conga line at the end of 
stage 3-2, but these guys 
aren‘t the only foes you'll 
meet. Save the dancing for 
the creeps who show up 
when youbeat these fellows. 


WaSy 


Your next stop is the vast, cavernous 
stage 4. Children are hidden in caves 
throughout the stage. Investigate the 
golden spiders on the walls — they 
mark hidden cave entrances. 


you're going. 


The trick to beating 
these monsters is to 
attack only when 
they’re all in one 
piece. When they've 
separated, they 
can’t be harmed. 
Wait by their legs, 
ducking as the top 
parts fly back toward 
you, and then hit 
them when they’re 
whole. 


Don’t gettoo close to the gun-wielding 
soldiers. Remember, your magic can 
reach them from several steps away. 


Sometimes you'll 
have to move 
massive boulders 
to get to a cave. 
The boulders can 
be used against 
enemies, too. 


Use the same strategy at the end of 
stage 3-3, staying in either corner of the 
screen. Don’t stay up on the rock, 
because you'll be hit too many times. 


In stage 4-2, you'll have to find a path 
around the impenetrable stone walls 
that crisscross the cavern. Watch for 
falling rocks. 


There’s a hidden 
cave behind this 
waterfall — and the 
cool spring water is 
refreshing. 
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Stage 5 takes youto the high- 
tech hideout of Mr. Big 
himself. As you would expect, 


it’sheavily guarded.Someof By leaping up onto the consoles and destroying them, 

the most dangerous ob- you can stop the electricity that flows through the wiring 

stacles aren’teven human. — onthe walls. And by jumping onto the teleportation pad 
seen on the platform at right, you can transport yourself 
to otherwise inaccessible areas of the lab. 


These green guys look mean, and they 
are. Even after a bit of dancing, they'll : F 
come at you furiously. Ride this elevator up through the 
y M hideout in stage 5-3, Each step brings 

you closer to Mr. Big. 


Leaping from tower to tower, Michael 
must rescue the last few children 
without getting hurt. The enemies here 
seem to be tougher and smarter. 


Justwhen thingslook 
impossible, a comet : : 
appears. Michael is Oey , 

transformed, and i ae 
suddenly the odds t ‘ 

have changed. iE == resvasles] 

Is it E-SSWAT? No, it’s Michael Jackson! 
Flying through the hideout, Michael 
> the Transformer is on a final seek-and- 
destroy mission. With laser blasts and 
amazing strength, he squashes the last 
Pa of Mr. Big’s gang. 


Mr. Big, a coward at 


KO¥ 17'S TIWE heart, fleesjust before oe 
Michael can reach 
FOR THE FINAL CHALLEKGE, him. In the final stage e 


of the game you'll 
face Mr. Big one-on- 


YOU VERSUS WR. BIB/// onein avery different \ 
kind of battle. 
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COMPUTERGAME 


OF THE 


MONTH 


Gary Meredith 


Yy. got to hand 


it to a guy like Lester P. 
Manley. Looking at his for- 
lorn life, you’d think he 
would have given up on his 
dreams long ago. After all, 
Les has all the disadvan- 
tages of being thirty-some- 


thing without being trendy, 
rich, or both. And he’s stuck 
in a boring job rewinding 
videotapes in a dingy office 
inthe basement of the WILL- 
TV building. No, he doesn’t 
seem like someone who 
would have much hope. 
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But hope truly does 
spring eternal, as evidenced 
by Les’s yearnings for the 
desirable but unreachable 
Stella Hart, secretary to the 
boss. When WILL-TV an- 
nounces a Find The King 
contest, with a million-dollar 
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prize for tracking down a miss- 
ing rock star, Les sees it as his 
salvation — a quick way to win 
the heart of Ms. Hart. 

There’sjust one problem: Les 
doesn’t have the time or the 
money to spend his days hang- 
ing out at Burger Kings and car 
washes, rumored haunts of The 
King. This will have to be an 
active search, and that’s where 
you come in. Putting two heads 
together, along with Les’s un- 
canny ability to be in the wrong 
place at the right time, should 
win that million dollars in no 
time, right? 

Well, maybenot. While there 
are lots of clues to follow in Les 
Manley in: Search for The King, 
you'll soon discover that many 
of them lead to dead ends. Others 
are so well hidden that you'll 
need a psychic to pry them out 
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Go to work, rewind 
tapes, dream 
about Stella — just 
another day at the 
office for Lester P. 
Manley. Or is it? 


You're almost certain that there’s 
something valuable behind that door. 
In all your years at WILL-TV, however, 
you've never had a look inside. 


Les is not the only one with eyes for 
Stella. If the boss should happen to 
become distracted, maybe you could 
grab those keys and satisfy your curi- 
osity. 


The guard is just some more company 
deadwood, like Les. He may, however, 


be more useful to you while he’s 
dreaming. 


Forgetting the totally radical dude on 
the skateboard, you question the 
people at the bus station — but soon 
leave with a slight taste of herring in 
your mouth. 


Bobbi’s memorial to the memory of The 
King is truly touching, but you simply 
must have that scarf. 


Fred’s cape is another must-have item, 
buthow can you gethim to part with it? 
Maybe you should get him to perform. 
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Luigi’s rosin bag could be part of the 
answer to the cape dilemma. Giving 
his moustache alittle extra body might 
er 


Angelina Zarmooska, Luigi’s estranged 
daughter, sees all but tells nothing. She 
does, however, indirectly provide you 
with help for Luigi and a clue to the 
game’s final problem. 


And you thought you had some inane 
stories about cashing in frequent-flyer 


miles. Do you have Helmut with you, or 
have you entrusted him to a govern- 
ment agency? 


Las Vegas appears to ‘Oe ‘as tocky ‘as 
Les imagined, and then some. No 
money means no room, but if you can 
find what youneed, you won'tbe stay- 
ing long, anyway. 


How about a stroll by the casino pool, 
where everyone goes to be seen? Les, 
however, would like to see a lot less of 
Mr. Fabulous and a lot more of Lyla 
Libido. 


Lyla has eyes only for Mr. Fabulous 
(andherself). ButthenLes Manley steps 
into her life, and she’s (yawn) swept 
away by his charisma and animal 
magnetism. 


Ms. Libido’'s life has Gbvibuiely been a 
hard one, especially since her affair 
with The King when she was only 15. Les 
would really like to relieve her pain, but 
tight now he only needs to relieve her 
of her sunglasses. 
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of the game designers’ minds. 
(Actually, you do get a bit of help 
from the world-famous Madame 
Zarmooska — or rather, from her 
pet.) 

At times you have barely 
enough clues to go on. For ex- 
ample, when you meet up with 
tiny two-inch-tall Helmut Bean, 
you realize that his help could be 
essential to your quest. But poor 
Helmut is just a little hopeless 
himself, and he needs something 
— such as a dream — to believe . 
in. It may not seem obvious or 
logical that you should go back to 
a sleeping security guard and 
steal his dream, but that’s what 
you must do. 

Most of yourinteractions with 
other characters are more logical, 
however. This is especially true 
of Les’s exploits at the circus. 

Atall times, you must keepin 
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mind the five basic tenets of 


playing this type of game: Look 
at everything, talk to everyone, 
try everything, take everything, 
and save often. Les Manley is 
similar to Sierra On-Line’s 
games (such as the Leisure Suit 
Larry, King’s Quest, and Space 
Questseries),and you must learn 
to approach problems from 
radically different directions. 
But then, this kind of mind- 
stretching is what makes these 
games so much fun. 

Trying to get to Las Vegas 
with Helmut, for instance, may 
have you slamming your cra- 
nium. The game designers give 
you two ways to solve this 
problem, but onesolution works 
only if you can avoid getting 
lost in the desert after re-entry. 

Once you’ ve solved the first 
few puzzles in Les Manley, you 
begin to develop a feel for the 
designers’ off-the-wall ap- 
proach, and things go a little 
more smoothly. That’s not to 
say, however, that you'll quickly 
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Finally, Helmut comes in handy. His 


journey into a drain will net you a 
valuable claim ticket. 


At the dry cleaner’s, this young lady 
asks no questions. : 


Maybe Les will try a more sedate way 
of traveling cross-country this time. And 
how much more sedate can you get 
than a psychedelic VW van with the 
Grateful Dead playing on the eight- 
track? 


The chambermaid obviously has some 
sort of skeleton key for all the hotel 
rooms. To get it, distract her by giving 
her something to do. 
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You can buy or do anything in The 
Kingdom, just as long as it pertains to 
The King and his legacy. You'll want to 
head for Red’s immediately. 


You wonder how soundly The King 
could have possibly slept in this 
glitterdome. 


of iy \ 
What a kitchen! The King must have 
accumulated a lot of his later pound- 
age from midnight raids on this place. 


When the smoke clears, you 
find yourself standing before 


the entrance to The Kingdom, 
a massive theme park which 
makes even Las Vegas seem 
tasteful in comparison. 


With a few items here and there, you 
should be able to concoct a Kingly 
repast. 


Once again Mr. Bean comes to the 
rescue. There’s an alarm switch some- 
where in thisroom, and only little Helmut 
can reach it. 


Inthe memento room, you can almost 
hear all of those old Sun records. You 
need to plunder a few items here, and 
you'll also need something else you 
should have kept from your visit to 
Vegas. 


Les hits the stage during the imperson- 
ation contest. The crowd goes wild — 
literally. 
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Could that really be The King? Talk 
about a heavenly choir! 


If youkeptsomething you found at the 
circus, you'll soon find yourself in the 
care of this angel of mercy. 


That photograph you took should be 
your ticket to the million-dollar prize. 
Unfortunately, WILL-TV seems to be a 
little light this month. 


Inlieuof cash,Les might accept asmall 
promotion — especially if it means 
working with lovely Stella. Butisn’t there 
just a hint of uncertainty on his face? 
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understand why making a snack 
is the next logical step after los- 
ing an impersonation contest. 
Throughout the adventure 
you have opportunities to ac- 
quire various items, and some of 
them are crucial to solving the 
game. The scarf you'll get from 
Bobbi should be a dead give- 
away, but by the time you've 
gotten Fred’s cape and Lyla’s 


_ sunglasses, you should really 


havea good idea of where you're 
going. 

Les Manley will seem like an 
old friend tomany game players. 
Its game interface, graphics, 
good-natured raunchiness, and 
slightly skewed sense of humor 
are strikingly similar to certain 
other games with heroes named 
Larry or Roger. Accolade has 
certainly done its homework, 
though, bringing together all the 
ingredients to make a game that 
is both comfortably familiar and 
maddeningly (but entertain- 


ingly) different. GP 
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isney’s pop- 
ular Chip ‘n 
Dale cartoon 
series isnowa 
videogame for 
Nintendo. The 
chipmunk de- 
tectives are 
called upon to 
thwart the evil plot of arch-enemy 
Fat Cat and restore order to their 
fair city. 

But it won’t be easy. Fat Cat 
has dispatched legions of me- 
chanical bulldogs and robotic rats 
to keep his pesky pursuers at bay. 

Considering the odds, the 
chipmunks could use your help. In 
Chip ‘n Dale Rescue Rangers, youcan 
pitch in by maneuvering either 
Chip or Dale (a friend can control 
the other) through the game’s nu- 


One way to get past the bulldogsis to jump 
out of the way. 


merous levels. It’s a Super Mario- 
like journey that entails gathering 
hundreds of items and extermi- 
nating multitudes of Fat Cat’s 
agents. 

Younger Nintendo fans will 
probably enjoy this adventure the 
most, especially those familiar with 
the cartoon series. Most of the 
Rescue Rangers from the series are 
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CHIP ‘N DALE 
RESCUE 
RANGERS 


Brian Carroll 


Version reviewed: Nintendo. 


Capcom, 3303 Scott Bivd., Santa 
Clara, CA 95054. 


featured in the game: Chip, Dale, 
Monterey Jack, Gadget, Zipper the 
bee, Ditz the chameleon-like alien, 
Fat Cat, and a host of endearing 
enemies. However, because these 
‘toons get involved in some pretty 
sticky situations, there’s enough 
here for game players of all ages. 

Although Chip and Dale have 
to do all the legwork, they get 
plenty of help from their fellow 
Rangers. Everyone’s favorite 
Aussie — Monterey Jack — chips 
in by pointing out secret doors; 
Gadget sends out advice via radio; 
and Zipper makes several cameo 
appearances to frustrate Fat Cat’s 
bullies. 

The key to surviving Chip ‘n 
Dale Rescue Rangers is having 
plenty of life units. Fortunately 
there are a couple of ways to get 


Gadget, a fellow Ranger, has been kidnap- 
ped by Fat Cat. It’s up to you to rescue her. 


them. In the bonus round at the 
end of each stage, there’s always a 
power-up hidden under the crate 
in the middle of the top row. An- 
other way to earn lives is to collect 
flowers and stars. You can cash in 
50 flowers or 10 stars for one ad- 
ditional life, so leave no crate 
unturned. 

There arealsoa variety of ways 
to avoid getting knocked off by the 
mechanical enemies. You can jump 
to safety, throw a crate or an apple 
at them, or hide inside a crate. 
When a dog or rat walks into a 
crate, it will instantly fly off the 


screen. SP 


To win the game, you must first defeat Fat 
Cat. Watch out for falling ashes from his 
cigar. 
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ega’s latest celeb- 
rity sports game 
for the Genesis is 
Pat Riley Basketball, 
named after the 
famous (former) 
coach of the Los 
Angeles Lakers. 
Teamed up with 
Arnold Palmer Golf 
and Tommy Lasorda Baseball — and 
with Joe Montana Football and 
Buster Douglas Championship Boxing 
still to come — it gives Sega a 
championship lineup of celebrity- 
endorsed videogames. 

But there’s much more to 
making a good videogame than 
just slapping a celebrity’s picture 
on the box. How does Pat Riley 
Basketball stack up as an entertain- 
ing game and a realistic simula- 
tion? 

As an action-oriented basket- 
ball game, Pat Riley stands out from 
the crowd. It offers full-court, five- 
on-five play, unlike most basket- 
ball games for eight-bit systems 
(which usually can’t handle that 
much animation without flicker). 

Normally the screen shows 
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You normally see about half the court at a 
time as the screen scrolls to follow the 
players. An arrow indicates the man un- 
der your control. 
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PAT RILEY 
BASKETBALL 


Tom R. Halfhill 


Version reviewed: Sega Genesis. 
Sega of America, 573 Forbes Blvd., 
P.O. Box 2167, South San Francisco, 


CA 94080. 


about half the court at a time, 
smoothly scrolling left or right to 
follow the player with the ball. For 
certain plays — such as tipoffs, 
lay-ups, slam dunks, foul shots, 
and attempts at three-point field 
goals — the screen switches to 
closeup views. Players become 
about half as tall as the screen, and 
the “camera angles” are often 
unique. For example, tipoffs and 
under-the-backboard lay-ups are 
seen froma bird’s-eye view; three- 


_ point shots are seen from behind 
the shooter’s back as he releases 


the ball, then from above the hoop 
when the ball approaches the 
backboard. 

As a simulation of pro basket- 
ball, however, Pat Riley falls short. 
Themain problem is that very little 
strategy is involved. Youcanmove 
a player from one position to an- 
other, but you have only five play- 


When you attempt a shot inside the key, 
the screen switches to a closeup view of a 
lay-up or slam dunk. 

ers to choose from — there’s no 
bench. You can’t set up any offen- 
sive plays, and the only defensive 
options are man-to-man and zone 
(which is actually illegal in the 
NBA). 

The game also relies too heav- 
ily on random chance. Although - 
your success at making lay-ups 
and foul shots is determined by a 
shot meter, field goals pretty much 
come down to luck. 

Pat Riley Basketball is a fine ac- 
tion game, especially for two 
players. But if you’re looking for 
the definitive basketball simula- 
tion of which the Genesis is ca- 
pable, you'll have to wait a little 


HILL 
MELSON 


Between quarters and during time outs, 
you can switch the positions of your play- 
ers. But with only five men, there are no 
substitutions. 
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t’s a dream match: 
Michael Jordan, 
the Chicago Bulls’ 
Sultan of Slam, 
versus Larry Bird, 
the Boston Celtics’ 
Sharpshooter. Is 
Jordan’s quickness 
enough to over- 
come Bird’s accuracy? 

And that’s just the one-on-one 
action. To add variety, Jordan vs Bird 
One on One also includes a slam- 
dunk contest and a three-point 
shootout. 

Theone-on-one matchis clearly 
the game’s strongest selling point. 
Playing the role of “Air Jordan” is 
quite a thrill if you’re among the 
legions of his fans. 

But Jordan has his hands full, 
especially on defense. Bird rarely 
misses his three-point shots, par- 
ticularly when his on-screen char- 
acter is controlled by the computer 
instead of another player. Sure, 
Jordan can take Bird to the hoop 
just about every time, but his close- 
range buckets are worth only two 
points apiece. Bird gets three for 
his long shots. The result is greater 
emphasis on defense. 


PERIOD 
; 18! 


Try to force Bird to venture inside the 
three-point line. He’ll sink long-range 
bombs all day if you let him. 
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JORDAN VS 
BIRD 
ONE ON ONE 


Brian Carroll 


Version reviewed: Nintendo. Milton 
Bradley, 443 Shaker Road, East 
Longmeadow, MA 01028. Also 
available for IBM, Tandy, and 
compatibles, and the Commodore 
64; Electronic Arts, 1820 Gateway 
Drive, San Mateo, CA 94404. 
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This dunk is called “kiss the rim” and 
requires pinpoint accuracy. The takeoff 
and ball release have to be carefully coor- 
dinated. 


Your success in the one-on-one 
competition depends on three 
factors: how closely you're being 
guarded, where you're shooting 
from, and whether you are playing 
as Bird or Jordan. Each player’s 
“sweet spots” and shooting per- 


centages have been programmed 
into the game, so some familiarity 
with their playing styles will help. 

For example, it helps to know 
that Jordan likes to try three-point- 
ers while on the move. Bird, on the 
other hand, prefers to face the 
basket before starting his shooting 
motion. Bird also likes the turn- 
around shot, which you can exe- 
cute by pressing the B button while 
holding the control pad up or 
down. 

The slam-dunk contest is fun 
to watch and fun to play — as long 
as your opponentis another human 
player. The computer is practically 
impossible to outslam. Variations 
include follow the leader, in which 
each dunker tries torepeat theslam 
performed by the lead dunker, and 
an open dunk contest, in which 
you can choose from ten different 
rim-benders. 

The weakest part of Jordan vs 
Bird is probably the three-point 
shootout. It can quickly get tiring. 
After trying to shoot 25 balls in 60 
seconds, you'll be ready to head 
back to the one-on-one competi- 
tion. 


The statistics screen helps you determine 
which aspects of your play need the most 
improvement. 
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Ithough puz- 
zle games 
don’t have the 
glamor of run- 
and-jump ac- 
tion games, 
shoot-em-ups, 
and role-play- 
ing adven- 
tures, they are 
often extremely addictive. Timeball 
is no exception. 

In Timeball, a little ball travels 
througha series of tubes. Your goal 
is to arrange the tubes so the ball 
never hits a dead end. In other 
words, each piece of tubing must 
connect end-to-end with another 
tube. There are several kinds of 
straight and curved tubes, and each 
section of tubing is on a movable 


SDK COUNTDONN: 


Using the arrow, push the squares into the 
empty spot in order to rearrange themand 
connect the tubes. 


On level 2, the ball goes off one side of the 
board and reappears on the other. This is 
probably the easiest level of all. 
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TIMEBALL 


Neil Randall 


Version reviewed: NEC TurboGrafx- 


16. NEC Technologies, 1255 Michael 
Drive, Wood Dale, IL 60191. 


square. 

You move the tubes by rear- 
ranging the squares on the screen. 
Each screen has one empty square, 
and you can slide a neighboring 
square into that empty spot. If two 
or more squares are directly in line 
with the empty spot, youcanmove 
the whole line one square in that 
direction. The trick is to rearrange 
the squares quickly enough to 
make sure the constantly moving 
ball doesn’t reach an unconnected 
piece of tubing. 

Before starting a game, youcan 
choose from four different ball 
speeds. The slow speed is recom- 
mended for beginners, while turbo 
is suitable only for the truly gifted. 

Timeballhas 100 levels, and you 
can select levels 1-15 the first time 
you play. Higher levels can be 
reached only by completing the 
preceding levels. If you have a 
TurboBooster-Plus or a Tur- 
boGrafx-CD, you can save your 
position when you turn off the 
game. (Be sure to turn on the game 


machine every couple of days to 
refresh the memory circuits, 
though, or the saved positions will 
be lost.) 

You can also create your own 
levels. This feature, combined with 
the fact that every level can be 
solved in several different ways, 
makes Timeball practically limit- 
less. Creating puzzles is quite easy, 
but a good one will take an hour or 
so to make. 

The strangest thing about 
Timeballis that different people find 
different puzzles easier than oth- 
ers. In other words, there doesn’t 
seem to be a guaranteed winning 
strategy. You might solve level 5 
quickly and then be totally 
stumped by level 6, while a friend 
might have the opposite experi- 
ence. 

If you like puzzle games, 
Timeball has it all. It’s highly rec- 
ommended. 


If you weet stumped on one level, try an- 
other. 
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rue to its title, 
Mission Impos- 
sible presents 
you with a diffi- 
cult mission 
filled with wor- 
thy opponents 
and clever traps. 
Your orders are 
to rescue Dr. O, a designer of mili- 
tary defense systems, and Shan- 
non Reed, an Impossible Mission 
Force (IMF) agent posing as Dr. 
O’s secretary. Both have been kid- 
napped by the Sinister Seven, and 
it’s up to you to determine why. 


UERegeUeTatE 
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Take advantage of Grant’s speed and his 
sleeping-gas bombs to overcome these 
robots. 


Your search for Dr. and Reed 
begins in the streets of Moscow. It 
continues through the Joseph Stalin 
Sewer Plant, the canals of Venice, 
the Syrinx Temples in East Berlin, 
mountain ranges, and finally to 
Crumball Harbor near the coast of 
Cyprus. 

To manage the variety of prob- 
lems and obstacles, three IMF 
agents set out together. Max Harte, 
Grant Collier, and Nicholas Black 
each specialize in different types 
of weapons and combat. Max hasa 
rifle and ten remote-control clus- 
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MISSION 
IMPOSSIBLE 


Lisa Sahlie 


Version reviewed: Nintendo. Ultra, 


900 Deerfield Parkway, Buffalo 
Grove, IL 60089. 


ter bombs. Grant fights with his 
fists, carries ten sleeping-gas 
bombs, and is an electronics ex- 
pert. Nicholas throws boomerangs 
and is a master of disguise. 
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If you find the light switch, you can fight 
under the protection of darkness. 

The most unique feature of 
Mission Impossible is that on four of 
the six levels it allows you to use 
the agents interchangeably ac- 
cording to the situation (as long as 
their life meters aren’t depleted). 
This adds more strategy to the 
game, because you must determine 


which agent is most suited to the 
task at hand, and which agent is 
most valuable so you can save him 
until the end. 

Another outstanding feature of 
Mission Impossible that sets it apart 
from many other action-strategy 
games is its wide variety of ob- 
stacles. Poison-gas chambers, robot 
warriors, moving walls, motion 
detectors, and cameras combine to 
slow down your progress. Several 
bosses also stand in your way. 
They’re not huge, but they are ex- 
tremely intelligent. 

Most of the levels consist of 
several lengthy mazes in which 
you fight off enemies, overcome 
obstacles, and sometimes receive 
advice and collect items such as 
identity cards. If you lose all three 
agents before completing a level, a 
continue and password feature 
allow you to start over at the be- 
ginning of the level. 

Detailed, colorful graphics and 
a variety of problems to overcome 
add up to make Mission Impossible 
an outstanding game. 


SP 


Your last trial will be to beat this computer 
ina game. The safety of the world depends 
on your wits. 
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ack in the old 
days, hit movies 
that finished their 
theater runs 
ended up ina 
storage vault 
somewhere in 
Hollywood, 

dusty and forgot- 
ten. Nowadays, they keep resur- 
facing on smaller and smaller 
screens. 

After leaving the major first- 
run cinemas, they move into 
modest second- and third-run 
theaters. Then they show up on 
TV. Then they're made into video- 
games. And finally, it seems, they 
wind up on the Game Boy. 


Ghostbusters II begins with a short cartoon 
showing the kidnapping of little Oscar. 


Ghostbusters II is a perfect ex- 
ample of this trickle-down theory. 
It’s based on the hit movie of 1989 
that wasn’tnearly as well-received 
as the original Ghostbusters, but was 
still popular enough to inspire 
several video and computer games. 

This version offers one signifi- 
cant new feature: Instead of con- 
trolling one Ghostbuster at a time, 
you control two. You can select 
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GHOST- 
BUSTERS Il 


Tom R. Halfhill 


Version reviewed: Game Boy. Also 
available for Nintendo; IBM, Tandy, 
and compatibles; the Amiga; and 


the Commodore 64. Activision, 
3885 Bohannon Drive, Menlo Park, 
CA 94025. 


any pair of Ghostbusters you want 
from the famous foursome of Pe- 
ter, Ray, Egon, and Winston. 

The first guy is the Beamer, 
because he carries the Proton Beam 
that temporarily paralyzes the 
ghosts you meet. The second guy 
is the Trapper — he captures the 
disabled demons in a box. Al- 
though youindependently control 


Two Ghostbusters pursue a jogging phan- 
tom through a haunted office building. 


trains! 


their weapons — the A button fires 
the Proton Beam and the B button 
activates the Trap — the only 
Ghostbuster whose movement you 
directly control is the Beamer. The 
Trapper just tags along, shadow- 
ing the Beamer’s movements. 

Usually this works pretty well, 
but it can lead to problems. If you 
make the Beamer zip around a 
corner too fast, sometimes the 
Trapper gets left behind. That’s 
dangerous, because each Ghost- 
buster is defenseless without the 
other. 

Ghostbusters II generally fol- 
lows the plot of the movie. The 
opening sequence shows Vigo, the 
ghost of an evil tyrant from the 
past, kidnapping a baby from 
Dana, Peter’s girlfriend. Your 
mission is to rescue the baby by 
capturing all the ghosts in the city, 
then defeat Vigo in a final show- 
down. 

Don’t be fooled by the small 
screen — Ghostbusters II is chal- 
lenging and fun to play. 
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fter more 
than two dec- 
ades, the Gil- 
ligan debates 
are still rag- 
ing. Why did 
Ginger and 
the Howells 
bring so 
many clothes, while everyone else 
spent all those years wearing the 
same outfits? How did the Skipper 
keep from killing Gilligan after the 
first couple of episodes? And why 
didn’t the castaways simply build 
a raft and sail back to civilization? 

In Gilligan's Island for Nin- 
tendo, you still won’t get the an- 
swers to these burning questions. 
However, you do get a taste of one 
of the most popular TV comedies 
of the 1960s. 

In each of the four “episodes” 
included in the game, you follow 
the Skipper and Gilligan as they 
search for the other castaways from 
the Minnow. You also track down 
items that may help youescape the 
desertisland. There’s only a limited 
amount of time and food for each 
episode, but hourglasses and ba- 
nanas found along the way can 


“I’M NOT SPEAKING TO 
MR .HOWELL UNTIL 
HIS RING IS FOUND?" 


When “Lovey” Howell wants her ring 
back, our heroes drop everything and go 
looking for it. 
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GILLIGAN’S 
ISLAND 


Gary Meredith 


Version reviewed: Nintendo, Ban- 
dai America, 12951 East 166th Street, 
Cerritos, CA 90701. 


The Professor provides you with the 
weapon you need to take on this gorilla. 


increase your chances. The other 
castaways leave clues, and a map 
helps you avoid covering the same 
ground over and over again. 

The tasks you must perform 
often make very little sense. In one 
episode, the Skipper and Gilligan 
search for materials to build a hut 
as a tropical storm approaches the 
island. But for some reason, first 
they have to find Mrs. Howell’s 
missing ring. Then, once the ring is 
found, the Professor informs them 


that a gorilla has taken the radio 
transmitter (a radio receiver in the 
original TV shows). Only after the 
Skipper and Gilligan retrieve the 
transmitter can they finally cut 
down a tree for the hut. 
Throughout the game, our 
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PERFECT. 

LET’S GO To 

THE SPOT TO BUILD 
©THE HUT.” 


Once the radio transmitter is recovered, 
the Skipper and Gilligan can finish the hut 
— just in time to be swept out to sea by a 
tropical storm. 

heroes must make their way 
through (or around) wild animals, 
headhunters, quicksand, sink- 
holes, rushing rivers, and falling 
boulders and stalactites. There’s 
not much variety from episode to 
episode, however, and the scenery 
rarely changes. 

If the Skipper and Gilligan are 
separated, the Skipper has two 
minutes to find his little buddy. 
He can either look for Gilligan or 
blindly throw out a rope, which 
Gilligan grabs and follows back to 
the Skipper. 

None of the episodes lets you 
build a raft. And strangely, Ginger 
isn’t even in the game. 

Younger game players and fans 
of the TV show will probably en- 
joy the antics in Gilligan’s Island, but 
other players may find things a bit 
too tame. 
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enturies after a 
terrible nuclear 
war, tensions 
are rising be- 
tween the two 
factions that 
y have survived 
 theholocaust— 
normal  hu- 
mans and their 


mutant children. 

Over time, almost every sur- 
viving species, including humans, 
suffered mutations. It became 


BOLE me a 


You can play the game as any of three 
different characters, each with their own 
strengths and weaknesses. 


common to abandon mutant chil- 
dren on the plains, and eventually 
these mutants formed their own 
communities far from the walled 
cities of their mothers and fathers. 

The two peoples — the 
“Mutes” (as the mutants call them- 
selves) and the “Humes” (as the 
humans are known)— have fought 
continuously over the years. But 
now there are rumors of all-out 
war. 

As Bad Blood begins, you choose 
to play as one of three characters, 
all from the Mute village of Mar- 
dok. Your task is to learn more 
about the humans’ plans to wipe 
out the Mutes and to stop the war 
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BAD BLOOD 


Matthew A. Firme 


Version reviewed: IBM, Tandy, and 
compatibles; 384K minimum mem- 
ory for CGA graphics, 512K for EGA 
or Tandy 16-color graphics, 640K for 
MCGA or VGA graphics; joystick 


optional; supports Roland, Ad Lib, 
Game Blaster, Innovation, Covox, 
and Tandy sound boards. Soon to 
be available for the Amiga and 
Commodore 64. OriginSystems, P.O. 
Box 161750, Austin, TX 78716. 


any way you can. 

During your quest, you'll meet 
and talk with dozens of other 
characters. Bad Blood limits your 
keyboard input to selecting prede- 
fined phrases from menus, so 
conversations are restricted to a 
few possible topics at a time. But 
once you learn all there is to know 


The Oracle is an elusive character, but 
finding him is vital. He can tell you how to 
stop the coming war. 


‘ef 
fou add the 
to your pack, 
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In Zero Town, you'll have to find the temple 
of the Cultists—and take their most sacred 
possession. Be ready for a fight! 


about a particular topic, it disap- 
pears from the menu and is re- 
placed by a new one. 

You'll probably spend more 
time fighting than talking, though, 
as you move through the hostile 
world of Bad Blood. At times the 
fighting can become overwhelm- 
ing, especially if your primary in- 
terest is the quest. But in many 
cases you have to fight in order to 
finish the quest, gather food, or get 
weapons from opponents. Fortu- 
nately, an option allows you to 
choose the intensity of the combat, 
from Wimp mode to Warrior. 

The greatest strength of Bad 
Blood lies in its convincing creation 
of a post-apocalyptic world. The 
settings and landscapes are littered 
with such recognizable debris as 
Coke machines, hubcaps, and old 
furniture. In the ruined, pre-war 
city of Zero Town, you'll explore 
burned-out skyscrapers and meet 
a cult of mutant fanatics who 
worship the old technology they 
can’t understand. The plains be- 
tween settlements are thick with 
fierce mutant animals, and the 
Mute villages are peopled by some 
truly unforgettable characters. 
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or centuries, 
people have 
huddled around 
campfires and 
whispered sto- 
ries about were- 
wolves — hu- 
man beings 
transformed into 
evil creatures by the light of the 
full moon, creatures that thirst for 
human blood and can be killed 
only by piercing their heart with a 
silver bullet. 

There’s noneed toload up with 
silver bullets for Data East’s 
Werewolf, though, because the hairy 
beast in this game is the good guy, 
not the bad guy. 

Damen Blake is an ex-Navy 
pilot who saved his own life by 
giving himself a transfusion of 
werewolf blood. In the process, he 
gained the power to change from 
man to beast and back again. 


Graball the hearts you come across — they 
restore your life power. 


You control Blake, who is now 
the last survivor of a race of were- 
wolves, ina fight against evil. Dr. 
Faryan and his band of bio-mon- 
sters have invaded the planet and 
imprisoned nearly the entire 
population. Every weapon tried 
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WEREWOLF 


Lisa M. Bouchey 


Version reviewed: Nintendo. Data 


East, 1850 Little Orchard Street, San 
Jose, CA 95125. 


against them has failed. You alone 
stand in the path of the evil doctor 
and his creatures. 

Since you start out as a wimpy 
human, earn as many points as 
you can early in the game. As a 
man, you are limited to a strong- 
arm punch, but as a werewolf, 
you're much more powerful. You 
can fight with your claws, perform 
spins and flips, and cling to the 
ceiling. You’ll have much more 
success against the evil monsters 
when fighting as a fearsome beast. 

Aspiritnamed Kinju will guide 
you througha maze of sewers, dark 
forests,and underground forts. The 
spirit helps you along with hints, 
too. It’s Kinju who instructs you to 
watch for the sign of the werewolf. 
When you pick up these signs, 
you'll feel your power grow from 
werewolf to super-wolf. 

Some advice that doesn’t come 
from Kinju: Hackat everything you 
come to, from tree stumps to gar- 
bage cans. You never know where 


ann ENEMY 


LIFE a 
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TIME 


ANGER 


Cling to ceilings and other beams hanging 
over your head to get to those hard-to- 
reach spots on the screen. 


LIFE Till ENEMY tintin 


TIME 221 


ANCER 


The only defense you have as a human 
being is a strong-arm punch, so transform 
into a werewolf as often as possible. 


the signs of the werewolf might 
appear. 

Werewolf’s graphics are above 
average, although the werewolf is 
difficult to see against the busy 
backgrounds in some scenes. The 
interesting storyline (reminiscent 
of Sega’s Altered Beast), exciting 
soundtrack, and fast-paced action 
combine to make Werewolf an ex- 
cellent addition to anyone’s Nin- 
tendo collection. 
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irst came the 
movie, in 
which com- 
puter-gener- 
ated special 
effects de- 
picted a vid- 
eogame that 
was used to 
recruit pilots for a real war in a 
distant galaxy. Now, with the 
Nintendo version of The Last 
Starfighter, we’ve come full circle 
— it’s a videogame based on a 
movie based on a videogame. 

Ifthat’s confusing, rest assured 
that the game is not. The Last 
Starfighter is a traditional, horizon- 
tally scrolling shooter that puts a 
premium on quick reflexes. 

As the story begins, the planet 
Rylosisin trouble. Itis besieged by 
forces from an alliance between 
Xur, the estranged son of the 
Rylosian emperor, and the Armada 
of the Ko-Dan, who are little more 
than a race of nomadic pirates. 

Back on Earth, you’ve been 
drafted to fight for Rylos by Cen- 
tauri, an alien recruiter. Centauri 
has invented a machine, disguised 


Destroying the fighters parked on the 
command ship is your primary goal, but 
don’t forget about the airborne fighters 
and homing mines. 


THE LAST 
STARFIGHTER 


Gary Meredith 


Version reviewed: Nintendo. Mind- 


scape, 3444 Dundee Road, North- 
brook, IL 60062. 


The best way to attack the defense fighters 
is to get behind them. Special fighters in 
the later stages of the game may not let you 
do this, however. 


as an arcade videogame, to test for 
suitable Starfighter candidates. The 
highest-scoring players are 
snatched away from Earth to fight 
in the war. 

Unfortunately, by the time you 
get to Rylos, Xur has destroyed the 
Rylosian Empire’s entire fleet of 
GunStar ships, save one. “nd 
there’s nobody to fly it — except 
you, of course. 

Your GunStar automatically 


heads for the nearest Xurian com- 
mand ship. As you strafe the en- 
emy vessel, you must contend with 
airborne defense fighters and 
homing mines launched from the 
mothership. Once you've elimi- 
nated all opposition, you land on 
the command ship and enter the 
fuel-rod chamber. 

Inside the chamber, you have 
the opportunity to gain bonus 
points before moving on to the 
next stage. But if you’re not fast 
enough with the A and B buttons, 
the mothership starts vaporizing. 
Either way, you progress to the 
next planet under siege. 

The Last Starfighter offers no 
surprises, either in terms of game 
play or graphics. Nevertheless, 
Mindscape has managed to come 
up with an enjoyable and de- 
manding new shoot-em-up. 


When you've destroyed all of the com- 
mand ship’s defenses, a “land now” sign 
will flash, directing you to the main run- 
way and into the fuel-rod chamber. 
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NEW NINTENDO GAMES KEEP COMING 


HOOKED UP TO HY 


Sandy’s brain is about to be siphoned by Dr. Fred in Jaleco’s 


Maniac Mansion. 


More Nintendo titles are arriving 
from Jaleco, Infocom, Acclaim 
Entertainment, AmericanSammy, 
Mindscape, and Milton Bradley. 
Watch Game Player's for full re- 
views on some of these games in 
upcoming issues. 

Jaleco invites you to take a tour 
of Dr. Fred’s home in Maniac 
Mansion, based on a popular 
computer game from Lucasfilm. 
The main character, Dave, is sure 
that his girlfriend, Sandy, has been 
kidnapped by Dr. Fred and is about 
to become part of his brain-si- 
phoning experiments. Maniac 
Mansion allows you to choose any 
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Tombs and Treasure is a new adventure 
game from Infocom. 
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two of six teenage 
. characters to join 
1 if Dave ona bizarre 
H and comical 
search for Sandy. 

You'll goona 
search of a differ- 
ent sort in Info- 
com’s Tombs and 
Treasure. Among 
the Mayan ruins 
of Chichen Itza in 


Mexico, an arche- 
ologist and his 
team 


inadver- 


American Sammy’s Silkworm lets you 
choose between a chopper and a jeep to 
fight off machinery gone haywire. 


tently released evil spirits in their 
search for the Sun Key, which 
opens the world of the gods. Only 
the team’s guide survived. Now 
he’s leading you in search of the 
key. 

In Acclaim Entertainment's 
Swords and Serpents, youexplore the 
labyrinth of a powerful serpent 
which has control over the land. 
Four characters — a warrior from 
the north, a wizard from the 
swamps, a thief from the city, and 
a mystic from a strange realm — 
band together to collect ruby arti- 
facts in the maze and put an end to 
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the serpent. In a one-player game, 
you control all four characters, but 
ina four-player game, each person 
controls his or her own character. 

American Sammy’s latest ar- 
cade-action game, Silkworm, pits 
you against a man-made brain 
gone awry. The MHC2 is pro- 
gramming your own machinery to 
fight against you. As part of a se- 
cret forces team, you use an inter- 
ceptor jeep and an attack helicop- 
ter to stop the destruction. 

In Mindscape’s Mad Max, 
loosely based on the Australian 
cult film, you must win battles 
against bosses in a series of arenas 
until you work your way to the 
Ultimate Warrior. You must also 
use your car to find food, water, 
ammunition, and fuel. 

In Abadox from Milton Bradley, 
your entire planet has been swal- 
lowed by a huge space parasite. 
You are the.only one who sur- 
vived. Your only hope is that you 
can blast your way out of the grue- 
some parasite and destroy it. 


Battle the monsters which live inside an 


enormous space parasite in Milton 
Bradley’s Abadox. 
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MORE 
UNLICENSED 
NINTENDO 
GAMES 


Only a handful of companies have 
tried to produce Nintendo-com- 
patible games without an official 
license from Nintendo of America, 
Inc.: Tengen, Color Dreams, SEI, 
and Sharedata. Now there’s a new 
member of the club: American 
Video Entertainment. 

Two key people at American 
Video are Phil Mikkelson, formerly 
of Color Dreams, and Richard 
Frick, formerly of Sharedata. Their 
first Nintendo-compatible titles are 
F-15: City War and Puzzle. 

InF-15: City War, your mission 
is to pilot an F-15 jet fighter against 
an enemy army that’s trying to 
conquer your city. It’sa good thing 
you have an unlimited supply of 
machine-gun bullets and missiles, 
because you'll face enemy tanks, 
jets, helicopters, gunboats, battle- 
ships, and giant robots. The game 
has five stages, and the screen al- 
ternates from vertically scrolling 
views to first-person perspectives. 

Puzzle is — guess what? — a 
puzzle game. First you see.a pic- 
ture on the screen, and then it’s 
scrambled. Your job is to reas- 
semble the picture by sliding the 
square pieces around. A time limit 
makes things even more challeng- 
ing. The game has nine puzzles of 
increasing difficulty. 

Both games are expected to be 
released this fall. American Video 
is based in San Jose, California. 
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JAPANESE NINTENDO 
COMPANY DEBUTS IN U.S. 


Natsume, a Japanese game pub- 
lisher, is introducing its first Nin- 
tendo and Game Boy titles for the 
U.S. market: Shadow of the Ninja 
and Amazing Penguin. 

Shadow of the Ninja is a martial- 
arts action game for Nintendo in 
which you must hunt down a 
wicked emperor deep within his 
fortress. Amazing Penguin is an 
action-oriented maze game for the 
Game Boy. Both titles are expected 
to reach the stores by December. 

Although these are the first 
titles Natsume is releasing under 
its own name in the U.S., the 
company has plenty of Nintendo 
experience. The design team, as 
wellas the company founder, came 
from Konami and worked on such 
games as Top Gun and Contra. 
Natsume also developed Abadox, 


which was released in the U.S. by 
Milton Bradley. 


It’s an uphill battle thro gh the emperor’s 
fortress in Natsume’s Shadow of the Ninja. 


NEW COMPUTER GAMES 
FROM TAITO AND ACCESS 


Taito and Access are releasing 
several new titles for various per- 
sonal computers, ranging from 
role-playing games to action-ad- 
ventures. 

Taito’s games for PC com- 
patibles and the Amiga have been 
translated from videogames and 
coin-operated arcade games. Castle 
Master is a role-playing adventure 
in which you set out to rescue your 
twin, who is being held in Castle 
Eternity by the Castle Master. Day 
of the Pharaoh, from the developers 
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of Joan of Arc, is an action-adven- 
ture set in ancient Egypt. As the 
prince who will inherit the 
Pharaoh's throne, you must use 
your power to build an empire 
that includes a merchant fleet for 
trade and exploration. 

Kiwi Kraze, converted to the PC 
from a European arcade game, is 
an action-adventure whose main 
character is Tiki, a New Zealand 
kiwi bird. Tiki faces five worlds 
with 20 stages in which he runs, 
flies, swims, jumps, and even 
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scuba-dives to rescue his friends 
from a malicious walrus. Other 
new action-adventures from Taito 
are Operation Thunderbolt, Rastan, 
and Where Time Stood Still. 
Access, which created last 
year’s Crime Wave, has developed 
two more games of intrigue. In 
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Countdown, you are an American 
agent in Istanbul, Turkey. A top- 
secret message has alerted you to 
the possibility that there is a double 
agent in the Central Intelligence 
Agency who is linked to a terrorist 
organization. Soon afterward, you 
find yourself unjustly accused of 
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Inherit the pharaoh’s throne in Taito’s Day of the 
Pharaoh. 
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Geese Loaded 
Batman 
Boomer's Adventure 
Bubble Ghost 
Bug's Bunny Castle 
Castlevania 
Cosmo Tank 
Daedalian Opus 
Dexterity 
Double Dragon 
Fist of North Star 
Flipull 
Fortress of Fear 
Gargoyle’s Quest 25.95 
Ghostbusters 2 TBA 
Heavyweight Boxing TBA 
Hyper Lode Runner 22.95 
Ishido: Way of Stone TBA 
Jordan vs. Bird TBA 
Kwirk 22.95 
Light Boy Accessory 22.95 
Lock ‘N Chase 22.95 
Loopz TBA 
Malibu Beach V-Ball 22.95, 
Mercenary Force TBA 
Motocross Maniacs 22.95 
NBA All-Star Chall. TBA 
NFL Football 22.95 
Nemesis 26.95 
Paperboy 23.95 
Penguin Wars 24.95 
Pipe Dream TBA 
Quarth 22.95 
Shanghai TBA 
Skate or Die 24.95 
Spiderman 24.95 
Spot TBA 
Super Scrabble TBA 
Teenage Mutant 

Ninja Turtles 26.95 
Wheel of Fortune 26.95 


OUR POLICY: VISA & MASTERCARD accepted « No surcharge for 
credit card orders * Your card is not charged until we ship + No shipping 
charges on backorders for currently available product(s)»Separate orders 
for product(s) not yet available *Two weeks clearance on personal and 
company checks * No C.O.D.'s + We will gladly exchange defective 
cartridge(s) for the same title only within 30 days of purchase. No other 
lexchanges or refunds will be given. All items subject to availability. 
Prices subject to change without notice * SALES TAX: FL residents add 
16% to order. 
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$22.95 
26.95 
22.95 
TBA 
22.95 
24.95 
24.95 
22.95 
24.95 
26.95 
22.95 
22.95 
24.95 


Muppet Adventure 
Nare 
Ninja Gaiden 2 
Nobunaga’s Ambition 
Pac Man 
Phantom Fighter 
Pinball Quest 
Pipe Dream 
RBI Baseball 
RBI Baseball 2 
Remote Control 
Rescue Rangers 
Robocop 
Roller Games 
Romance of 3 Kingdoms 
Sesame Street ABC 
Sesame Street 123 
Skate or Die 2 
Ski or Die 
Snake’s Revenge 
Solar Jetman 
Spot 
Super C 
Super Off-Road 
Swords & Serpents 
Tecmo Bowl 
Teenage Mutant 

Ninja Turtles 
TMNT: The Arcade Game 
The Simpsons 
Thunderbirds 
Time Lord 
Tombs & Treasures 
Top Gun: Second Mission 37. 
Total Recall 
Wheel of Fortune-Family 
Win,Lose or Draw 
World GP(Andretti's) 
Wrath of Black Manta 


O Adv. Magic Kingdom $44.95 
O All Pro Basketball 36.95 
O Al Unser’s Racing 39.95, 
O B.Elliot Nascar Challenge TBA 
O Back to the Future 2&3 39.95 
Bad News Baseball 39.95 
O Bandit Kings Anc. China TBA 
O Bases Loaded 2 42.95 
O Batman 39,95 
O Battle Chess 37.95 
O Battle Tank 32.95 
O BIGFOOT 39.95 
O Cabal 38.95 
0 Captain Skyhawk 45.95 
O Castlevania 3 42.95 
O Caveman Games TBA 
O Chessmaster 39.95 
O Classic Concentration TBA 
O Crystalis 49.95 
O Days of Thunder TBA 
0 Dick Tracy 42.95 
O Dirty Harry TBA 
O Double Dare 49.95 
0 Dungeon Magic TBA 
O Dusty Diamond Softball 37.95 
O Family Feud TBA 
O Fast Break 39.95 
O Frankenstein TBA 
O Gauntlet 19.95 
O Gauntlet 2 TBA 
O Genghis Khan 54.95 
O Ghostbusters 2 39.95 
O Goal 39.95 
0 Hollywood Squares 39.95 
0 Hoops 36.95 
O Hunt for Red October TBA 
O Image Fight 39.95 
O Jack Nicklaus Golf 37.95 
O Jeopardy-25th Anniv. 39.95 
O Journey to Silius 39.95 
O Kickle Cubicle 39.95 
O Kid Kool 36.95 
O Kings of the Beach 33.95 
O Klax 34.95 
O Little League Baseball 35.95 
O Loopz TBA 
Ms. Pac Man 34.95 
O Mad Max 39.95 
O Mafat Conspiracy 39.95 
O Maniac Mansion TBA 
O Marble Madness 34.95, 
O Mechanized Attack 35.95 
O Mission Impossible 35.95 


PHONE ORDERS: 407-241-8511 FAX ORDERS: 407- 241-8609 
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murder and imprisoned in a gov- 
ernment asylum. You must save 
yourself and stop the terrorists. 
In Cartel, you play a detective 
whose wife was killed by a crime 
boss. Now a drug cartel encom- 
passing Hollywood, Miami, and 
Colombia has enticed a number of 
policemen and politicians into its 
web. Yourmission against the drug 
lords begins when one of your 
friends mysteriously disappears. 
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Lynx Portable Color 
; Videogame 
System 


A ® 
Nintendo 
Call/Write for our FREE Price List or ( 
send your Nintendo Cartridges with 
best buy back price (enclose any other 
company’s price list), 

We will pay at least 
$1.00 more than 
i 1 
any other firm! Blue Lightning $29.95 


We reserve the right to refuse any sale Chip's Challenge $29.95 
or purchase. Prices subject to change Electrocop $29.95 
without notice. Add $4.50 Minimum 

S&H. Calif Res add 6.75% tax Newie es Gates of Zendocon $29.95 


A Gauntlet $34.95 
BRE Software Genesis Sime World CALL 
Dept. GP Cancdges Kiax CALL 


352 W. Bedford, Suite 104 Also Available Lynx System $169.95 , 
Fresno. CA 93711 Call (209) 438-4263 for Latest Lynx/Genesis Titles 


FREE 


CASH FOR NINTENDO {i 


SEND YOUR NAME AND ADDRESS NOW 
FOR FREE LIST OF GAMES WE BUY. 


FUN-—N-GAMES 


5350 JACKSON DR. #219 * LA MESA, CA 92042 


Tired of paying alot of money for video games? 
The Game Exchange offers new games for all 
the gaming systems at DISCOUNT PRICES. 
We guarantee you will like our prices...Send 
S.A.S.E. for list to: 

The Game Exchange 

P.O. Box 33356 

Cleveland, Ohio 44133 


Game Quest 
1-800-621-6862 


New NINTENDO® For Less 


Little League Baseball $34 _ Gameboy 
Mechanized Attack $34 Dexterity $24 
Crystalis $42 


Call for Other Titles 
38 (818) 575-0007 Dept88 Dealer Inquiries 
Send check or M.O. +$4 for S/H to: Welcome 
PANASIA+1431 N. Potrero Ave.eSouth El Monte, CA 91733 


DIRECT DISTRIBUTERS 1-203-395-0851 


eNew games at direct prices eWe stock almost every video games 
eUsed games at below cost system and accessory ever made. 
eWe'll beat any price on any item eBuy 1 game to 1000 from our full 
eWe sell to video stores - Toy stores - color catalog. 


Mini Marts - Mom & Pops and more. eWe always get the best games Ist 
Business Only! 


Genesis)” ATARI LYNX” ie 


IF WE DON'T HAVE IT — THEY DON'T MAKE IT! 


WE Buy your used Games 


AlsoBUYINGGenealay VC oe usco cames 
NEWNintendo White for Current List 


7-Up Spots $49.95 BanditKings 59.95 Video Gomesonassimuiations 
Yo!Noid 49.95 LowG-Man 49.95 P.O. Box 18193 
Wurm 45.95 LittleNemo 49.95 Columbus. Ono 43218 


‘Send Check or Money Order +$4.00 S&H OHIO Res. ADD5.75% TAX 
WE NOW HAVE GREAT PRICES ON OTHER NEW GAMES!!! 


MARKETPLACE 


Classified and small space Display advertisers can now 
1000's of Public Domain/Shareware pro- 


grams on 100s of disks. Categories include take advantage of the targeted and highly enthusiastic 
games, education, business, music, graph- 
ics, utilities and more. Free listing or $1 for 
large descriptive catalogue (specify com- 
puter). Disks O'Plenty 7838 Pines Blvd., Suite Display Classified rates 


270-P, Pembroke Pines, FL 33204 5 
$125 per column inch 


Call Bonnie Black at (201)703-9500 for more information. 


IBM * COMMODORE 64 & 128 * AMIGA 


Game Player's audience at reasonable rates. 


9 ] GAME PLAYER'S 


WE WE —Burai Fighter 24 39 “Dusty Diamond 
PAY SELL Burger Time 16 26 = Dyno Warz 
TITLE OF GAME YOU USED ‘°Cabal 24 39 Elev. Action 
10 Yard Fight $8 $14 = Calif. Games 22 36 Evert/Lendl Tennis 
1942 12 19 Calif. Raisins Dec —Excitebike 
1943 18 29 Captain Commic 16 26 = Family Feud 
720 Degrees 18 29 Captain Skyhawk 24 39 Fantasy Zone 
8 Eyes 22 36 Casino Kid 24 39 = Faria 
Abadox 24 39 Castle Dragon 24 39 Faxanadu 
Adv. Bayou Billy 8 14 Castlequest 8 14 Fester Quest 
Adventure Island 18 29 ~~ Castlevania 8 14 Fighting Golf LT 
Adv. Island II Feb '91 Castlevania II 10 16 Final Fantasy 
Adv. Mg. Kingdom 24 39 Castlevania III Oct Firehouse Rescue 
Adv. of Lolo 14 22 Cave Man Uglymper Oct — Fist/North Star 
Adv. of Lolo Il 24 39  Chmpshp Bowling 24 39 Flying Dragon | 
Adv. Tom Sawyer 14 22 Chessmaster 24 39 = Formula! 
After Burner 26 42  *Chiller 24 39 Frankenstein 
Air Fortress 18 29 Chubby Cherub 32 54 Freedom Force 
Airwolf 16 26 = Circus Caper 24 39 = Friday 13th 
Al Unser 20 34 = City Connection 14 22 Fun House 
Alien Syndrome 20 34 — Clash/Demonhead 18 29 G.I. Joe 
All Pro Basketball 24 39 *Classic Conc. 24 39 Galactic Crusader 
Alpha Mission 10 16 = Clu Clu Land 24 39 ©Galaga 
Amagon 12 19 Cobra Command 10 16 Gauntlet 
Anticipation 10 16 Cobra Triangle 10 16 Gauntlet II 
Arch Rivals Dec Code Name Viper 24 39 Genghis Khan 
Archon 22 36 Commando 12 19 Ghost/Goblins 
Arkanoid w/contrl 37 89 Conan Dec Ghost Busters 
Ark. (contr! only) NEW 19° *Conflict 24 39 Ghost Buster II 
Arkistas Ring 24 39 = Contra 10 16  *Gilligans Island 
Astyanax 18 29 = Crystal Mines 26 42 Goal 
Athena 10 16 = Crystalis 28 46 Godzilla 
Athletic World 16 26 Cybernoid 16 26 = Golf 
Baby Boomer 26 42 Dr. Chaos 12 19 Golf Pebble Bch 
Back to Future 16 26 Dr. Jekyll/Hyde 14 22 ~Golgo 13 
*Bk to Future II 24 39 Dance Aerobics 12 19 Goonies II 
Bad Dudes 14 22 Dash Galaxy 14 22 ~=Gotcha 
Bad News Bsbl 24 39 Days of Thunder 24 39 Gradius 
Bad Str Brawl 16 26 Deadly Towers 12 19 Gran Prix 
Balloon Fight 10 16 Defender II 16 26 Gremlins II 
Bandit Kugs of Anc. Nov Demon Sword 14 22 Guardian Legend 
Bard's Tale Mar’91 — Defender/Crown 14 22 Guerilla War 
Baseball 8 14 Deja-Vu Nov Gum Shoe 
Baseball Simulator 18 29 Desert Command 16 26 Gunsmoke 
Baseball Stars 26 42 Dest. Earth Star 22 36 Gyruss 
Bases Loaded 14 22 Destiny of Emperor Oct ‘*Happy B-Day Bugs 
Bases Loaded I! 24 39 *Dick Tracy 24 39 Harlem Globetrotters 
Batman 16 26 Dig Dug Il 18 29 Heavy Barrel 
Battle of Olympus. 20 34 =~ Dino Riki 18 29 *Heavy Shredin 
Battle Chess 24 39 Dirty Harry Nov Hogans Alley 
“Beetle Juice 26 42 Donkey Kong 12 19 Hollywood Sqs. 
Big Bird Hide/Seek Nov Donkey Kong Jr. 10 16 Hoops 
Big Foot 24 39 Dnky Kg Jr Math 28 48 Hunt Red October 
Bionic Commando 10 16 Donkey Kong 3 12 19 Hydlide 
Black Bass 32 54 Donkey Kg Clas. 16 26 ~— Image Fight 
Blades of Steel 14 22 Double Dare 24 39 1Can Remember 
Blaster Master 10 16 Dbl. Dragon 10 16 Ice Climber 
Block Jan '91 DbI. Dragon II 16 26 Ice Hockey 
Bomber Man 20 34° Dbi. Dribble 10 16 Ikari Warriors 
Boulder Dash 24 39 Dragon Power 10 16 Ikari Warriors II 
A Boy/His Blob 20 34 Dragon Spirit 24 39 Impossible Mission 1 
Breakthru 8 14 Dragon Warrior 12 19 Indiana Jones 
Bubble Bobble 16 26 = Dragon Warrior I! Nov Ind. Uns. Il 
Bugs Bunny 24 39 = Duck Hunt 3 6 —Infiltrator 
Bugs Bthdy 24 39 Duck Tales 16 26 Iron Sword 
Bump/Jump 20 34 = “Dungeon Magic 24 39 Iron Tank 


All games 


come with 
a 90-day 
warranty. 

24 39 Isolated Warrior Nov Motor City Patrol Oct 
22 36 J. Nicklaus Golf 20 34 Muppet Adv. Nov 
12 19 Jackal 6 12 Muscle 14 22 
18 29 Jaws 12 19 Mystery Quest 16 26 
12 19 Jeopardy 22 36 *NARC. 24 39 
24 39 Jeopardy Jr. 22 36 Nascar Challenge Nov 
24 39 John E. Qtrback. 10 16 Natl. Football Lg 16 26 
Oct — Jordan/Bird 16 26 ~~ Nightmare Elm Str. 26 42 

14 22 = *Journey to Silius 24 39 Ninja Crusaders Dec 
12 19 Joust 12 19 Ninja Gaiden 12 19 
26 42 Karate Champ 8 14 Ninja Gaiden I! 24 39 
30 49 Karate Kid 10 16 Ninja Kid 12 19 
Nov Karnov 16 26 ~—Nobun. Ambition 28 48 

16 26 = *Kickle Cubicle 24 39 *ORB3D 24 39 
22 36 ~—- Kid Icarus 16 26 Operation Wolf 10 16 
Nov Kid Kool 22 36 Othello 12 19 

Nov Kid Niki 14 22 ~P.O.W. 10 16 

18 29 King Knight 10 16 Pacman 14 22 
6 12 Kings of Beach 16 26  =Palamedes Nov 
Nov KLAX 24 39 Paper Boy 16 26 

Nov — Knight Rider 16 26 Password 24 39 

22 36 Krion Conquest Nov Perfect Fit 22 36 
16 26 Kung Fu 12 19 Phantom Fighter 24 39 
12 19 Kung Fu Heroes 16 26 ~~ Pictionary 26 42 
Nov Last Ninja Dec Pinball 14 22 

30 49  Legacy/Wizard 10 16 = *Pinball Quest 24 39 
10 16 Legend of Kage 10 16 -Pinbot 20 4 
16 26 = Legendary Wings 8 14 Pipe Dream 24 39 
24 39 Life Force 12 19 Pirates Dec 
24 39 Little Lg. Baseball 24 39 Platoon 6 12 
20 34 Little Nemo Dr. Mstr. Oct Police Academy 22 36 
18 29 Lode Runner 20 34 Popeye 14 22 
8 14 Long. Man 24 39 Predator 8 14 
18 29 Loops Nov Price Is Right 24 39 
14 22 Lunar Pool 26 42 Princess Tomato Dec 
12 19 M.ULL.E. Nov Pro-Am Racing 8 14 
6 12 M.AndrettiWrid.G.B. 24 39 Pro Wrestling 8 14 
10 16 Ms. Pacman 26 42 Punch Out 10 16 
20 34 Mach Rider 10 16 Punisher Dec 
Nov Mad Max 24 39 Puss/Boots 2a 36 

12 19 Mafat Conspiracy 24 39 = Pyro Oct 
10 16M. Johnson Bskb. 18 29° (ix 24 39 
12 19 Magic Sherezade 26 42 Q-Bert 16 26 
12 19 Magmax 10 16 Racket Attack 12 19 
12 19 Maj Lg Baseball 10 16 Rad Racer 12 19 
24 42 Maniac Mansion Oct Rad Racer Il 26 42 
Nov MappyLand 20 34 Raid Bungl. Bay 14 22 

24 39 Marble Madness 18 29 Raid 2020 20 34 
24 39 = Mario Brothers 12 19 *Rally Bike 24 39 
12 19 Marvels Xmen 18 29 Rambo 12 19 
24 39 Master Chu 22 36 Rampage 14 22 
12 19 Match Box Racers Feb’91 RBI II 24 39 
Nov Mechanized Attack 24 39 RBI Baseball 16 26 

6 12 Mega Man 26 42 Remote Control 24 39 
24 39 Mega Man II 14 22 Renegade 8 14 
22 36 = Mega Man Ill Dec Rescue Emb. Miss. 14 22 
10 16 Mendel Palace Nov Rescue Ranger 24 39 
8 14 Metal Fighter 20 34 Ring King 20 34 
8 14 Metal Gear 10 16 River City Ransom 16 26 
8 14 Metal Mech Dec Road Blaster 22 36 
20 34 Metroid 14 22 ~=Road Runner 26 42 
12 19 Mickey Mouse 8 14 Robo Demons 22 36 
Dec Mighty Bmb Jack 14 22 Robo Cop 14 22 

20 34 ~~ Millipede 22 36 Robo Warriors 14 22 
10 16 Milons Sec Castle 12 19 Rock 'N Ball 22 36 
12 19 Monster Party 10 16 Rocket Ranger 24 39 


MOST GAMES DELIVERED WITHIN 2 BUSINESS DAYS 


TO ORDER, 


CALL (612) 533-8118 


OR WRITE TO: FUNCO, INC. 
THE FUN CLUB 
4948 Highway 169 N. 
New Hope, MN 55428 


To Purchase: Send check or money order, or credit card 
number to FUNCO, INC., 4948 Highway 169 North, New 
Hope, MN 55428. Add $4.50 Shipping plus 50¢ per game. 
Add $1.00 per title if ordering by credit card. APO's, Canada, 
Alaska, Hawaii, please double shipping charges. MN resi- 
dents please add 6% sales tax. 


WE DO NOT CHARGE YOUR 
CREDIT CARD UNLESS YOUR GAME IS IN STOCK. 


UP 
TO 


Tecmo Baseball 


Tecmo Bowl 16 26 
Tecmo World Wrst. 24 39 
Teenage Mut. N.T. 16 26 
*TMNT Il 26 42 
Tennis 10 16 
Terra Cresta 22 36 
Tetris (Nintendo) 22 36 
3 Stooges 18 29 
Thundercade 10 16 
Tiger Heli 4 10 
Time Lord _ Nov 
To the Earth 8 14 
*Tombs/Treasure 24 39 
Toobin 24 39 
Top Gun 8 14 
Top Gun Il 20 34 
Top Players Tennis 22 36 
‘Total Recall 24 39 
Town/Country 8 14 
Track/Field 12 19 
Track/Field II 10 16 
Tojan 6 12 
Twin Cobra 22 36 
Twin Eagle 24 39 
Ultima 20 34 
Ultima Quest Dec 
*Ult. Basketball 2439 
Urban Champion 6 12 
Vegas Dreams 30 49 
Vindicators: 24 39 
Volleyball 16 26 
WWF Challenge Nov 
Wall Street Kid 26 42 
War on. Wheels Dec 
Wheel/Fortune 20 34 
Whl/Fortune Fm Ed 24 39 
Whl/Fortune Jr. 24 39 
Wild Gunman 12 19 
Willow 18 29 
Win/Lose/Draw 24 39 
Winter Games 10 16 
Wizards/Warriors 10 16 
Wizardy 24 39 


World Chmp. Wrst. 262 «42 
World Cis. Tr. Mt 10 16 
World Games 18 29 
World Runner 10 16 
Wrath Black Manta 20 34 
Wrecking, Crew 18 29 
Wrestlemania 10 16 
Wurm. Jan '91 
Xenophobe 6 12 
Xevious 8 14 
Xexyz 24 39 
*Xybots 24 39 
Yo! Noid Dec 
Zanac 14 22 
Zelda 10°) 16 
Zelda Il 12 19 
Zombie Nations Jan'91 


*New Releases 

Please call, these may or 
Jan’91 May not be out by the 

18 29 manufacturer. 


prices as be Sateen), 


FU N CO "tHe Fun company” 


When it comes to our customers, 


Friendliness, Honesty & Quick Delivery 


are what we do best. 


16 | 


15 | 


NINTENDO ® 
ACCESSORIES 

Control Deck 40 59 
AC Power Supply NEW 15 
Advantage Joystick 14 26 
Db! Player System 12 22 
Game Cleaner NEW 15 
Gun 2 4 

isc. Joypads 8 
Misc. Joysticks 6 14 
Nes Max Joypad 8p 16 
Power Glove 20 «36 
| Power Pad 14 26 

RF Adapters NEW 
Satelite 16 29 
Sg. Wireless Remote 8 16 
U Force 28 48 


GAME BOY™ 


Game Boy 

Bat. Game N/Incl. 50 
Alleyway 6 
Arazons Lair 

Baseball 6 
Bases Loaded 12 
Batman 14 
Boomers Adv. 12 
Boxxle 10 
Bowling 10 
Bubble Ghost 

Bugs Bunny 12 
Castlevania 6 


Chess Master 

Chins Gourmet Par. 
*Cosmo Tank 12 
Daedalain Opus 12 
“Days of Thunder 12 


| Dead Ht Scramble 


Dexterity 12 
Double Dragon 14 
Ducktales 

Dweebers 

Flipull 10 
Final Fant. Leg. 

Fist of N. Star 12 


“Fortress of Fear 12 
Gargoyles Quest 12 
Godzilla 


Golf 10 
Hatris 

Heianko Alien 12 
*Hvy Wt. Chp.Box 12 
Hyper Lode Rar 10 
In Your Face 


79 
14 
Nov 


19 
Dec 


GAME BOY" 


Ishido Oct 
Jeopardy Nov 
Jordan vs. Bird Feb '91 
Kwirk =~ 10 19 
| Loc N’'Chase 12 22 
Loopz 12 22 
| Mechanoids Mar '91 
Mercenary Force Oct 
Motor Cross Maniac 6 14 
NBA All Stars Nov 
| NFL Football 1019 
Nemesis 10 19 
North/South Nov 
*Pipe Dream 12 22 
| Paper Boy 12 22 
Power Racer Oct 
QBillion 10 19 
Quarth 12 22 
Quix 12h. aoe 
R-Type Jan '91 
Revenge/Gator 8 16 
Ronguer Wars 12 22 
Selection Nov 
Shanghai 12 22 
Skate or Die Oct 
*Snoopys Mg. Sh. 12 22 
*Soccer Mania 12 22 
Solar Striker 10 19 
Soloman’s Club Jan '91 
Spiderman 12 22 
St. Fighters 2010 Oct 
Super Mario Land 8 16 
Super Scrabble Dec 
Tasmania Story Nov 
Tennis 6 14 
“TMNT Fall Ft.Clan 12 22 
Ultima Quest Arator Dec 
*Wheel of Fortune = 12 22 
World Bowing 2 2 
World Boxing 10 19 


GENESIS” 

Control! Deck/NEW $179 
Control Deck/Used 90 149 | 
Controller 8 16 
Powerbase Convirr 22 39 
Power Joystick 30. «54 
After Burner Il 24 42 
Air Diver 24 42 
Alex Kid 12 22 
Budokan 22 39 
Colums 22 39 
| “Crack Down CALL | 
Curse rere EN | 
Cyberball 22 39 
Dick Tracy Nov 
E-Swat 22 39 
Fire Shark 22 39 
Forgotten World io 619 
Ghost Busters 22039 
Ghouls ‘N Ghosts 10 19 
Golden Axe 24 42 
Golf 20 «36 
Hard Driven 24042 
Hell Fire 22 39 
Herzog Zwie 16 29 
Inspector X 22 39 
Kage Ki 22 39 
*Klax CALL 

Last Battle 12 22 
Maze Hunter 22 39 
M Jcksn Mawikr 24 42 
Micky Mouse I! Nov 
Missle Defense 22 39 


If you would like to 
receive the new 
games as soon as 
they are released: 


PRE-BOOK 
TODAY! 


We will not charge 
your credit card 
until the game is 
sent! 


Mondus Fight Pal. 22 39 
Mystic Defender 12 22 


Outrun 22 39 
Paperboy 24 42 
Pendulum Laird 22,39) 
Phantasy Star II 30 54 
Populus 22 39 
Rambo III 12 22 
Revenge Shinobi 20 36 
Road Blasters 22 39 
Robo Kid 22 39 
Shove It 22 39 
Skull/Crossbones 24 42 
Soccer 20 36 
Space Harrier Il 12 22 
Storm Lord Jan'91 
Super Bsktbl 24 42 
Super Hang On 20 36 
Super Hylide 24 42 


‘Super Mon. GP. 22 39 
Super Thun. Bid 14 26 


Target Earth 20 36 
Techno Cop Dec 
Thunderforce II ec) 
T. Lasorda Bsbal. 20 36 
Tramp. Terror 22 com 
Truxton 16 29 
Zaxon 22 39 
Zillion 22 39 


Zoom 16 29 | 


(We reserve the right to refuse any purchase or sale. ) 


| Name 


CALL US FIRST! (612) 533-8118 
4 ; \l FREE MEMBERSHIP—Just fill out coupon and mail in. You will 

I ll Us Games: Callus first for currentprices. Prices || receive "The Fun Club” catalog. 
based on game, instruction manual and original box. Sub- 
act $1.00 for missing manuals and $3.00 for missing 


| THE FUN CLUB 
| 4948 Highway 169 North, New Hope, MN 55428 


y || Address 


| City 
| State 


Zip 


1-900-TIP-LINE THE ULTIMATE GAME CLUB TO ORDER CALL 1-203-388-6741 


Ka-Ge-Ki (Nov) Ga mse epel cor cer ace ae sputhe shyla’ NINTENDO! 
TURBO GRAFX __ Tommy Lasorda Baseball ®-0° Thunder Force ll (Oct) 59.90 Pal ley Bsktball 34.00 Fiat Bastar Atlantis 
Truxton 49.99 Psycho Fox JB Harold Murder 
Beeshu Ultimate Superstick44.99 Zoom 39.99 Slap Shot Hocke' Ey 0 Champion Wrestler King Neptunes Adventure 3.88 
Zoomer Steering Wheel 49.99 NEW GENESis TMLES Shader (Dec) Dec) y eel P'Radikus Conflict 
Turbo Grafx Systems 148.99 angromeda Mission (TEA) TBA mee ore croc 3 Et 38 Challenge of the Dragon Et 20 
urbo Tap 18, : ow 9.99 
Turbo Cable seo omencocNdNe) | ee james 29.99 Mega Drive Allare79.99 Boulder Dash 3498 
Turbo Pad 18.99 Burning Force 49.99 Mega Drive 189.99 NARC (Au; 39.99 
Turbo Stick 29 Colorado TBA Vermillion Total es (Aug) 39.99 
Turbo CD-System 378.99 Columns | | TBA Darwin 4 Swords & Serpents (Sept) 39.99 
urbo Booster 89 Curse ar 44.99 Nightmare on Elm Street 39.99 
Turbo Stack Rack 11.99 thug) TRA selena: (a) 39.99 
Happ Pro 5000 Joystick Gall Cyberball (se Back To The Future il & il 29.98 
enone 42-88 Mondus oh 2 (Sept 49 4000 
Blazing Lazers 54.89 Bhelios 49.99 
ee 28 ee ano 
nk’s Adventure . laster (Sep/Oct)54.89 ‘Buster’ D's Boxing 34.60)) 
China Warrior 39.99 Shadow 8 aA) ( Ed Columns (Sep!) 
Cratermaze 42.99 Targhan (TBA) TBA Cyber Shinobl (Dec) 34.! 99 
Cybercore 54.99 Trampoline Terror (Sept) 42.99 Dead Angle 34.98 
Deep Blue 42.99 Zany Golf (July/Aug) 49.99 Dick Tracy (Dec) 34.99 
Dragon Spirit 44.99 Bimini Run_ (Nov) 44.99 — E-Swat (Sept) 34.99 Rabio Lepus Special 
Dungeon Explorer 54.99 5) Boy TBA Forgotten Worlds 34.99 Formation Soccer 
Galaga 80 29.99 pero Blaster (ta) TBA Gauntlet (Aug) 34.99 Goloa Speed 
Final Lap Twin 54.88 Super Volleyball (TBA) TBA  Ghouls’nGhosts 34.99 W-Ring 
Fighting Street-CD 49.99 Final Zone ) TBA Golden Axe 39.99 Batman 
Fantasy Zone 39.89 Whip Rush TBA Golden Axe Warrior 39.99 F1-Clrcus E ou 
J. & Jett 42.99 Bate Mission (TBA) TBA Impossible Mission 29.00 Guanes Phantasy Soldier 2 
asencary. axe 42.89 Final Assault (. N 4490 Joe Moning Fiball 24.98 Naxat Stadium Leclog)aaeinaee tr 
Ici “ louse .§ 
Military Madness 54.99 Techno Cop Maier ray hoe Cybern Cay Battle of Bastille 
49.1 
44,99 
54.99 
99 


Moto Roader Cabal 
Neutopia Spot the Video Game 
Pacland 89 Solatice (July) 39.99 
ower Gol ‘ircus Caper (July) 42.99 
Ordyne fe) 1-900-TIP-LINE Shingen the | Flot uly) 45.99 
-Type all Street 
Side Arms 98 IESE GAMES & SYSTEMS AVAILABLE WITH DESCRIPTIONS! | Bete Grose, (ou ary 
suacanel 38.80 (OR ALL NEW AMERICAN & JAPANESE GAMES & SYSTEMS! Coystall (ay 54.99 
Seine To Th aan IRRENT BUYING AND SELLING PRICES FOR ALL NEW & USED VIDEO GAMES! Serghin Hosier Guy) ian iasioe 
Victory Run 99 JEW HINTS, TIPS, & PASSCODES FOR ALL THE NEWEST GAMES OUT! Wurm 42.99 
Violante gs Baleod sey |THE SOUNDS AND VOICES OF THE NEO-GEO! acicihe Gem le) rata eo) 
World Court Tennis 4299 -A COMPLETE LIST OF EVERY GAME COUNSELOR LINE. Rocket Rance anal aos 
N RBO TITLE! Mafat Conspii 30.99 
Bravoman (Sept) 49.99 |-A FREE MEMBERSHIP WHEN YOU CALL!! Wizardry uly) 44.99 
camp patoiniay (wo) pas ee n ing U 39.99 
yew-Man-Fu .! rkistas Ring (July) 39.99 
Devil's Crush ( ug) 49.99 | (Untimate Game Club Super Catalog Video Tapes! i World GI 42. 
pou pengeon cere Each Tape shows you almost every game eve! made for every system in the U.S. Book Now Heavy Shreddin’ (Sept) 44.99 
Peo ue (Aug) dogg | (&Japan. VHS HiFi Quality sound & graphics. Some games have never been with over 1000 Solar Jetman 44.99 
King ie i pt) ‘\ deeg | [Seen before. Each tape is 30-90 minutes, and shows you just enough to help you Shints, ti Barker Bill's Trick Shootin’ sage 
ug Baino 0) 42.99 _| [choose the best game for you. Feodes A” Bug Buster 
eycooe (us ug) (aug) agg. | |Nintendo: Vol.t A-C, Vol2'D-K, Vol.3 L-R, Vol.4 S-Z. 19.99 Each | strategies for Bug Bunny's B-Day Blow 39.89 
sblatter House (Aug). 54.88 | |Sega 8-Bit, Genesis, Turbo Grafx. 19.99 Each almost every Dungeon Magic 44.99 
Fens Road (Oct (Sept) gag. | |Famicom, ‘Mega Drive, PC Engine. 29.99 Each videogame Escape From Atlantis 44.99 
ger Goes (Oct) 42.88 | |Super Grafx, Neo Geo & FM Towns. 39.99 Each ever made! ‘Final Fantasy ug) 49.99 
We a 22:56 | [Preview Tape. Feaitres games not available direct from EPROMS and tapes $9.95 for Hunt For Red October 44.99 
“ootbe 99 | lfom the manufacturer, °29.99 Membet NES Play Action Football 44.99 
Sonic Spike (Sept) 39.99 . ($14.95 for ibe Bunisher Sept) 39.99 
- aes eo of Fortune Fam Ed 44.99 
eis Ada thag 4geg_ | WE HAVE THOUSANDS OF JAPANESE GAMES AVAILABLE FOR: | embers) Wizercry (Sep) 
Mag Dinsaurs four (Sept) 49.99 |FAMIGOM NEO-GEO = SUPERFAMICOM KONIX GAMEBOY : puseiol MereNales (es) tak 
Final Zone Il (Aug) 49.99 | NINTENDO:DISK DRIVE PC ENGINE FM TOWNS Ree cation eG toelUan TBA 
Pata ata PC ENGINE/MEGA DRIVE HANDHELDS insrock! — Arch Hale (Deed | 1 aa 
” Cali for 
Bill & Ted’ Game TI 
1ST OF INFO & PRICES CALL; 1-900-TIP-LINE Details! Banclt wi Ex Video Gare 1B 
SEGA GENESIS OORDER CALL: 1-203-388-6741 Japanese Gameboy waronlWnssls fue) TBA 
Genesis System 179.99 ; All are $29.99 e Last Ninja 
Power Bace Converter. 34.00 LYNX After Bust Frankenstein Onn 39.99 
|Control Pad 19.99 Artill jend of HeroTohma 42.99 
Power Stick 44.99. Blue Lighting 34.99 GAMEBOY Games ake NEW.GAMEBOY GAMES AO went New Mega Drive Magician (Dec “Goc TBA 
Beeshu Genesis Striker 29.99 Chips Challenge 34.99 Carry-All agerpent Seri, Battle Ping-Pong Battle of 4 men & MegaMan 3 49.99 
IBeeshu Genesis Gizmo 59.99 Electrocop 34.99 Doc's Deluxe Carry Case tal 'e NBAAIl ‘hallenge Baseball Kids Devil hese Rad Sea lov) TBA 
Genesis Stack Rack 11.99 Gauntlet ae 39,99 Genisbay System "89.99" ngage oven Quest Dead Heat Scramble XDR Calan) 0 ) (Nov) TBA 
ates of Zendocon 34.99 leywi - ™ ~, Dies Insector X igger (Jan) 39.99 
Baseball ‘ ‘Roger Rabbit 
iocKae  O . 3389 NEWEYAX GAMES. Bases Loaded Mickey Mouse BragonSlajer Fe Shan Siver Suder (Oe) 4498 
[Air Diver 6.99 indicators (Sept) 39.99  Boxyl “Soccer Mania (Sept) Sepp pecial Rainbow Island Dragon's Lair (Oct) 39.99 
Crack Downy 9.99 Zarlor Mercenary 34.99 Bug Buny’s Cray Cast Lock.'n Chase (duly! ong Dragon Battle of Axis Klash Ball (July) TBA 
E-Swat (Sept te 9.99 Xenophobe (Sep) 34,99 Castiovania\ aye ooneny (July) Ghost Busters 2 Junction car ment Games (Oct) 44,99 
‘orgotten Worl : aedalis pus (July) Lock n' Chase Atomic Robo Ki astlevania Ill 49.99 
hosisters (a 9 36) Barrage ig) ae sope eich ne Noah Sian Spooby’s Magic Show-(Sep!) “Master Karateka sib TMNT The Incade Game 49,00 
Golden Axe B80, Sime World (South 34 89 Fortress of Fear TENE SCR Monster rack Pirates ‘ 3390 
eteog Zwei Shoo “Wabi aess Head Attack Bubble Ghoa Now Mey Been Super Grane Aavisiandi' an) TBA 
eee ME Sie Oe a ene slen BuialFighter Deluxe Ma) Pinball Paty SLe"Rcw $689 —_Litmale Basketball (Cc 4288 
Last Battle 99, Super Soccer (Sep!) Malibu Beach V-ball Amazing Spider Man Pipe Dream Grand Zot 89.99 ss ( 38.99 
Moonwalker (Sej big Meters Maniacs panel fi Ee (Dect Pit Man Ghani Gresientoes ss} 42.99 
Mystic Defender: 52.99 .F.L. Football las < Ou fe 44.99 
Pat Piley's Basketball : Penguin Wars Heavy Weight Boxing (Oc!) Bo Westing — Staet coe the lock TBA 
Phantasy Star il Q Billion Ghostbusters II (Nc Pusslal touchabl TBA 
Rambo fT Revenge of the Gator Mouse Trenkicie| Side Pocket Muppet Reventure (Oc!) 35.99 
Revenge of Shinobi Shanghai soar seed pe euse (Dec) 37.99 
Soccer Solar Striker Spot -The Video Game Yo! Noid! (Nov) 42.99 
Space Havin I Space wivadersit uh) Dragon's Lair (Dec) _.» @ Invaders Mondel Palace (TBA) TBA 
Super Hang-On 45.99 eure ate, Godzilla ee mania Story call orwentk? airee (Dec) TBA 
super Hy Y mp Bo) or write for a free catalog. 
Super Monoco GP (Sept) 49.99) Heal eae one Ne asher Tigey Fire, 1-203-388-6741 
Super Thunder Blade 45.09% Me Bowing le’ a jouse Boy 2 The Ultimate Game Club 
arget Eart Z Woz 1491 Boston Post Rd 
Thunder Force Il 52.99 Dept PL-01 
Old Saybrook, Ct. 06475 
We do not accept COD orders. Call for ie rates on orders for ie ororeories & as arge, orders. Discounts available on lrg9, Ricers. We ae not accept a emer We deduct $; oF Mesag 
setungo ig steel LER naling carga miter rat, Waar a ochayu soos sano ny uch each Ng SS 
Sacred ih cee ts ene cues peau ete e/a Ws i care suena es 
eo ur order is place 
be safes aver oui eum nae Eton to 2 oaks do a 8 ‘era ve jase - yeu ry price for all accessories and $5 more a) ry coaeuesn $0 will pa youl Soe for tr rus) 
can process four games. Thet you a eradt slip or games you've 
ere Hom us with hin el lays. c 1989 U ft imate ne ae and Ninienae are oSre trader and are not led i cs Brie 
sere cc cia ies eyo ane aioe ti axed te Senate A ak Gee Tf 
1e in 
canéelled or refunded- only credit will be issued t a a fur y Rote S All credits take 30 days to ey nek Memberships eve non-refundable. SES 1491 8 Boston: Post ha Ota Se Saybrook, CT 


The Video Game Specialists 


24 HOUR 


ORDER/INFO LINE LYNX™ 


(214) 218-5800 | senes" 


Ws can accent MS an MESTENGEED orders by pions, Money Personal A rcade 
AATARI78OO” | Sus sito eenet eee theese: | ATARL XE" 


resemble other's charges for used games. UPS shipping and 
Coveco Vision ae insurance is 50 cents per game calidde and $5 per ane system. 

Texas residents must pay 7.25% sales tax. A single $3 processing 
charge is assessed per order. Prices subject to change. New JOYSTICKS 
releases subject to availability. We are a member of the Better 


ATARI aM 5200" Business Bureau of Dallas, and have been serving our customers ACCESSORIES 
since 1986. Compare our service and selection with ALL others. 
HAND HELDS 


GAME BOY RE ARE J FEW EXAMPLES INTELLIVISION ™ 


SEGA GENESIS TURBOGRAFX-16 GAME BOY ATARI LYNX NINTENDO 

Game System $179.95 Game System $139.95 Game System $89.95 Game System $159.95 TOO MANY TO LIST 
Video Monitor Cable $12.95  Turbografx-CD Player $359.95 Hard Carry Case $9.95 Blue Lightning $34.95 SEND FOR CATALOG 
Power Base Converter $34.95 — Turbostick Controller $37.95 Baseball $19.95 — Chip’s Challenge $34.95 
Control Pad $19.95  Turbobooster Accessory $32.95  Alleyway $19.95 — Electrocop $34.95 
Arcade Power Stick $44.95  Turbotap Accessory $17.95 Tennis $19.95 Gates of Zendocon $34.95 SEGA MASTER SYSTEM 
Deluxe Joystick $34.95  Turbopad Controller $17.95 Super Marioland $19.95 Rampage $34.95 Master System II $59.95 
Thunder Force II $52.95 China Warrior $37.95 Castlevania $24.95 Slime World $34.95 California Games $37.95 
Last Battle $47.95 Fighting Street $49.95 Motocross Maniacs $24.95 Warbirds $34.95 Jackson Baseball $49.95 
Ghouls N Ghosts $52.95 Pac-Land $39.95 Revenge of Gator $27.95  Xenophobe $34.95 Montana Football $29.95 
Zoom $37.95  Cratermaze $39.95 Solar Striker $19.95 Zarlor $34.95 Douglas Boxing $29.95 
Alex Kidd $34.95 du. & Jeff $39.95 Kwirk $27.95  3-D Barrage $34.95 Riley Basketball $29.95 
Rambo Ill $47.95 Chew-Man-Fu $39.95 Bugs Bunny $24.95 Gauntlet Ill $39.95 Choplifter $29.95 
Ghostbusters $44.95 Last Alert $49.95 Hyper Loderunner $27.95 Klax $39.95 Phantasy Star $44.95 
Forgotten Worlds $52.95  Bravoman $49.95 Golf $19.95 Paperboy $39.95 Fantasy Zone $29.95 
Mystic Defender $52.95 Drop Off $39.95  Q-Billion $27.95  Roadblasters $39.95 Alex Kidd- M/World $29.95 
Truxton $52.95 King of Casino $42.95 Nemesis $27.95 Rygar $39.95 Wonderboy Ill $49.95 
Dick Tracy $44.95 The Legendary Axe $39.95 NFL Football $24.95 Chess Challenge $39.95 Psycho Fox $37.95 
Mickey Mouse $44.95 Bonk's Adventure $49.95 Bases Loaded $27.95 Dick Tracy $29.95 
Moonwalker $44.95 Valis Il $49.95 Bowling $27.95 ATARI 7800 Moonwalker $29.95 
Super Thunder Blade $47.95 Dragon's Curse $39.95 Spiderman $29.95 Game System $69.95 Mickey Mouse $37.95 
Space Harrier Il $47.95 Timeball $42.95  Wolan’s Curse $27.95 Centipede $14.95 Columns $27.95 
Super Hang-On $47.95 Dragon Spirit $42.95  Boomer's Adventure $24.95 Choplifter $14.95 Paperboy $37.95 
Afterburner II $44.95 Galaga '90 $27.95  Catrap $24.95 Deluxe Asteroids $14.95 ESwat $37.95 
Revenge of Shinobi $57.95 — Relype $59.95 Hatris $27.95 Dig Dug $14.95 Super Monaco GP $37.95 
Golden Axe $57.95 Vigilante $49.95 Pipe Dream $27.95 Food Fight $14.95 Ghouls N Ghosts $37.95 
Super Monaco GP $44.95 Final Lap Twin $49.95 Soccer Mania $24.95 Galaga $14.95 RAype $37.95 
Cyberball $44.95 Space Harrier $59.95 Dragon's Lair $27.95 Joust $14.95 Golden Axe $39.95 
E-Swat $44.95 Bloody Wolf $54.95 Kung Fu Hero $24.95 Ms. Pacman $14.95 Black Belt $29.95 
Strider $64.95 Splatterhouse $54.95 Lock N Chase $24.95 Robotron $14.95 Cyber Shinobi $37.95 
Columns $27.95 Moto Roader $42.95 Side Pocket $24.95 Xevious $14.95 Double Dragon $37.95 
Lasorda Baseball $57.95 Victory Run $27.95 __ Fist of North Star $27.95 ¢ PLUS MANY MORE ¢ Dead Angle $37.95 
Riley Basketball $44.95 Magical Dinosaur Tour $49.95 —_Boxxle $27.95 Wanted $29.95 
World Soccer $34.95 Dungeon Explorer $49.95 Bubble Ghost $27.95 ATARI 2600 ¢ PLUS 80 MORE 
Palmer Golf $49.95  Neutopia $49.95 Wheel of Fortune $29.95 Game System $29.95 
Douglas Boxing $44.95 Double Dungeons. $49.95 Jeopardy $29.95 Bump N Jump $14.95 
Montana Football $44.95 Y's Book | & Il $49.95 Shanghai $27.95 Kung Fu Superkicks $14.95 COLECOVISION 
Wrestle War $44.95 Blazing Lazers $49.95 Chessmaster $24.95  S/Challenge Baseball $9.95 Game System $79.95 
Phantasy Star Il $69.95 Fantasy Zone $37.95  Fastrack $24.95 — S/Challenge Football $9.95 Hand Controller $19.95 
Sword of Vermillion $69.95 Monster Lair $49.95 Battleship $27.95 Lock N Chase $9.95 Jungle Hunt $29.95 
Herzog Zwei $39.95  Ordyne $49.95 Popeye $27.95 International Soccer $9.95 Mr Do $14.95 
Budokan $44.95 Deep Blue $39.95 Paperboy $27.95 Glacier Patrol $9.95 Donkey Kong Jr. $14.95 
Populous $44.95  Cyber-Core $49.95  Loopz $27.95 Universal Chaos $9.95 Defender $14.95 
Zany Golf $44.95 Final Zone Il $49.95 Balloon Kid $19.95 — Bogey Blaster $9.95 Tarzan , $19.95 
Shove-It $37.95 Psychosis $39.95 Dr. Mario $19.95 * PLUS 70 MORE Cabbage Patch Kids $19.95 
Target Earth $49.95 Devil's Crush $49.95 Penguin Wars $27.95 Kung Fu Superkicks $24.95 
Fire Shark $47.95 Alien Crush $39.95 Ishido $27.95 ATARI XE Pitfall $19.95 
Air Diver $47.95 Power Golf $49.95 Snoopy $24.95 Game System $99.95 Decathlon $19.95 
Super Hydlide $52.95 World Class Baseball © $39.95 Fantasy Island $34.95 Joust $17.95 Buck Rogers $19.95 
Hell Fire $49.95 World Court Tennis $39.95 Batman $29.95  Millipede $14.95 Rocky $24.95 
Whip Rush $47.95 Takin’ Ito The Hoop = $39.95 _—‘Flipull $24.95 — Ballblazer $19.95  Burgertime $29.95 
Atomic Robo-Kid $47.95 Klax $42.95 Double Dragon $29.95 Food Fight $19.95  Choplifter $29.95 
Dando $47.95 Military Madness $49.95 Light Boy $24.95 Pac Man $14.95 Rock N Bolt $19.95 

* PLUS OTHERS * * PLUS OTHERS * PLUS OTHERS « * PLUS 20 MORE ° * PLUS 60 MORE « 


FOR A COMPLETE CATALOG 
SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 
PLUS $1 FOR POSTAGE AND HANDLING TO: BOX 901S ¢ LANCASTER, TEXAS 75146 


IP HOTLINE!! 


Your telephone connection to the hottest gaming hints, 
tips, and secrets for your favorite Nintendo'games! 


Hear the game tips YOU want to hear by just pushing a 
button on your telephone. Each week, our Game Player’s 
experts choose the best hints and tips for three hot games 
for the Nintendo Entertainment System: Simply dial and 
choose which games’ secrets you want to hear! Or, hear 
them all! Every week we’ll change the games and the 
hints. 


The Game Player’s Pro-Tip Hotline costs $1.25 for the first 
game, and just 75 cents for each additional game. Don’t 
forget to ask your parents' permission before making your 


is Ravers 


Nintendo® and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. The GAME PLAYER'S PRO- 
TIP HOTLINE is a joint production of Signal Research, fa and CC/ABC Video Sree Inc., and is not affiliated in any way with 
Nintendo of America Inc. 
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1850 Little Orchard Street 
San Jose,CA 95125 
Phone (408) 286-7074 


orget your old man’s game! This is chess like 
you've never played it. Because Batile Chess™ 
isn'ta game — it’s war! 

Now when you capture an enemy’s soldier, 
the struggle unfolds in 5-D animation. Knight 
versus knight has never been so exciting! 

Six levels of play make Battle Chess a chal- 
lenge for veteran chess players as well as the 
novice. Want to concentrate on strategy— then use 
the 2-D overview. And when you're ready for action, 
switch to the colorful 3-D graphics and digitized 
sound effects! 

Take battle strategy into the 21st century with 
Battle Chess! And leave the chess board behind. 


Otticial 
Seal of Quality 


Nintendo and Nintendo Entertainment System are registered trademarks of 
Nintendo of America Inc. 


LICENSED BY NINTENDO * 
FOR PLAY ON THE 


KNIGHT OBLITERATES ROOK! 


Battle Chess: TM 1988 Interplay 
Productions, Inc. 
©1990 Data East USA, Inc. 


Made with love’ by: 


<EIROMAG- 


Our goallis' to preserve classic video game! magazines so that 
they are not) lost permanently: 


People interested in helping out inany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


If you| come) across anyone selling) releases from 
this site) please|do not/support them and do let us know: 


Thank you! 


